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TWIN KINGDOM VALLEY 
TREVOR HALL WANDERS BACK THROUGH THE 
VALLEY In A BRAND NEW INTERVIEW 


THERE AND BACK AGAIN 
YERONIKA MEGLER AND ALFRED MILGROM 
SIT DOWN AND SING ABOUT GOLD 


LEVEL BEST 
LEVEL 9'S MIKE AND PETE AUSTIN DISCUSS A-CODE, 
ADVENTURES AND THEIR ILLUSTRIOUS CAREERS 
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AN IN-DEPTH LOOK AT ALBERTO RIERA AND 
DANIEL CASTAMO'S SPACE ODYSSEY 


DESIGNS FOR DELBERT 
AN INTERVIEW WITH INDIE ADVENTURE WRITER AND 
TWILIGHT INVENTORY AUTHOR GARETH PITCHFORD 


wy 
BRITAIN S ADVENTURE PIONEER 
JOHN JONES-STEELE DELVES INTO HIS 
VERY OWN COLOSSAL CAVE 








HE CLASSIC 


DVENIURER 


| owned an Acorn Electron as a kid. It wasn't the greatest games machine in the playground, 
but it did have the best game of all-time, Braben and Bell's Elite, and one of the best 
adventure games of all time, Trevor Hall’s Twin Kingdom Valley. 





For a boy with a fertile imagination, and an obsession with the Fighting Fantasy books, Twin 
Kingdom Valley whisked me through the screen, and into a fantasy world of babbling brooks, 
Forests, Orcs, Trolls, Goblins, Dragons, Kings and treasure! 


| played as many adventures as | could, but It wasn't until | owned a ZX Spectrum and Fergus 

McNeill’s The Big Sleaze that | encountered the same immersion with another game.A friend 

and | spent many weekends hunched over the keyboard, notepad and pen, determined that 
Sam Spillade would find the missing Maltese Bullfinch. 


I'm therefore delighted that both Fergus and Trevor feature in this celebration of classic 
adventure games, along with many other adventures and authors that transported legions of 


other kids to far flung corners of their own imagination. 


Mark James Hardisty, 2018 
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ADVENTURE I 


Written by John Jones-Steele, Adventure I was the first, and 
one of the best commercially available versions of Crowther 
and Woods seminal Adventure in Britain. 


John Jones-Steele’s interest in computing started at any 
early age as a grammar school pupil in the late 60s. When 
his parents moved to Aberystwyth in 1971 he applied fora 
job as a Computer Operator at the city’s University, 
maintaining and running their ICL 4130 mainframe. He 
progressed to become Shift Leader, something required as 
the computer ran for 24 hours a day and had to be 
supervised at all times. The University encouraged staff to 
learn programming and Jones-Steele become proficient in 
Assembly Language, FORTRAN and COBOL, along witha 
host of other languages including PASCAL and ADA. 


At this time I was writing mostly in the pre-cursor to C, 
Compiler B and BCPL. I used this to develop a small Chess 
program that would eventually be rewritten in Assembly 
and released on ZX81. I started playing around with the 
department's Apple II and Commodore Pet and when the 
ZX80 came out I started looking at developing games in 
Assembly language. 


John started a small homegrown label called Abersoft, 
named after his employer, but there was no Official link to 
the Uni. 


Abersoft was Aberystwyth Software. I continued working 
full-time at the University and wrote games in my spare 
time, the shift work meant I had lots of spare time during 
the day and as soon as the ZX81 came out with the non- 
flashing screen I wrote a version of Invaders, PacMan and 
Chess. These were reasonably successful and helped fund 
purchasing all the other computers around at the time 
which I wrote versions for. 
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PXohic-yqhabh c- 4 MM a\ omen aclmevoyaqhaqt-aes0-ll \rar-hic-bie-Vo) (-Waic-¥ ac} (o) aMem Gre) ekxy-1 | 
Caves published in the UK. Abersoft’s Adventure I is the classic 
1Ugor-KoLOn Com ahon ahem ol-r-NONGnAUliAtar-balem-lcler-halduim@elcolenc-haahaalqomcomelmhalcomdal= 
(oxo) ah nhaX=so} md aX-m Ko) Gy M.CoN eam atom Koler- Lalo) armaat-hialel-m-loleyc-atar-lecrommelehar-limeyi 
idalom ele AQ-tmoymdal-mopalenphal-lm-ha-mbaveliblol-1omy.Wcslol ababier-lmaat-Natc-1e 


YOu are if ag marble floored entrance 
hall. the main door Lies to the south, 
another to the north. Stairs lead uP oto 
the east, 


. 


H shimmerina Light appears before yo 
and takes the form of a man dressed j 
Hhite robes. Tall and ancient with Lon 
filver hair, he beckons you with 

gharled finger and if a faltering voice, 
aq4us, “I am Mordor, oldest Lord of the 
mony realities, heed for J would tell 
you my tole, In the beaqinning chaos 


Cw o 


ruled and all which existed had Little 
Purpose. In our =etrugqgle agqgainet this 
nightmare, We creqaterc the Separate 
reglities which brought order to an 
unstable Wo. AL though He Live 
thousands of Your Yeas, He @aee fot 
immortal arc our time ir these 


dimensions it toon toa poss. Once a 


Se enanii af ue Hise SCHLFER Ole 


[Mordon’'s Quest] Jones-Steele partnered with authors Peter 
Moreland Peter Donne for Mordon’s Quest. He iterated his adventure 
pis C=3 4g mos core han ale m- ll CchiahJale- bake mevosaahel(=> ar-lent(-saluen domi \sal-sa-mdal-mepbl-11qs Ke) 
save the universe from destruction. No pressure. 





iz ag eattle. Exits lead in all directions and imside. You con see Synonym the 
Wizard ond a flagpole. 

synonym the wizard scratches himself. 

| 

You go north and are in a juniper underbrush. Exits lead in all directions. 

an a 

You go north and are outside ag cave in a juniper scruBbland. Im the distance isa 
castle. Exits lead in all directions and inside. 

Ao woice in the distance shouts, “Are there any orcs | istening?" 

> 


Gabel qh @) cod RVLo) abalnnic-sx-saahel(ons-rom oh mdal-waUbEsiahaleyceldal-va-m com eleva R-ac-11 
EM Gable faim @pcomaVohic-sahabeasmoy\s-10-3aam cond al-molalephat-lmolt-\el.ar-nalomitsabans 
Macintosh computer. 








OM atom Obabat(qyacshqiasd-yo)t-\orcre meal-mo)alephat-l@aat-thabaq-haakcmaat-lelabbavcmiaheam- Maloun 
Honeywell 6000 series in the late 70s. This came with a version of 
Adventure, or Colossal Caves already installed. 


1B cy Nha (otto Md al-mer-Vaqh-m- bale Me l—lerlol-romcom ag it-e- Wii) ejloyal ce) ad al—w ho) .¢ 
VA «ci E- VB folo) ae wi mer aqme) biums magt-bat-le (re mcome(-mate)](omoymdal-movalenbar-ll 
oyaug-haMaiccyecyKovaMay'sahl(-Mmiatyhah ave md a{-MObaVat(-y esi qimey ME haledalori tev as 

(exon aq elbhi=y mel-jol-tauaqh-yai@- late o)qeler-(-el-1om (om q-\evole(-madal-mol- ht. mhalvon-! 
Jovan qavhaht@-mol-\e-ley-\\-mm Ml lyom Lie. bav-rem co) M (ole) a-Nmc-y qm ecoysale) dois loraMce 
Yo, bI-t-yAM da home r-vaalomnghvomdat-melaqhic-lemaat—yaqloyata 


It became Adventure I, released in April 1982 for the expanded ZX81 
computer. John developed his version in isolation, without reference 
Kom d alomoleroldaya\er-NaqMcmnaleciqe)aoits) meat Nan) \c- Fons ghac=y am Com sland al-Bst-haalomer-haale) 
shaucom- Wu qah-(olqbha-moym<yhaabit-barer-yoy-loylehal=s-mm Mak-massc10lie- halal olaelene-baaMants-Kow-! 
(oxo) aah ey- Leite ko}, @roymnaat- Lol ah al-mevelel-e- tale Mol, @olmsy.tsy On 


|e C=\4(<) Ko) ol-lo -Moyanaqbiuhtg-Mol-\e-Vey-Ky-yie1(-vaaMdat- lm at-\o mei Eivolaq merle (-1mie) 4 
movement, etc. It was a format that was probably a primitive version 
(oye laW Creole (-Mol-ie-Me-\icolbiam hual-mc-relabatellolentme(-a1¢-]Cojol-\oMeyimdal-waWeKiunal 
Brothers at Level 9 that John would encounter later in his career]. At 
that time there wasn't much text written about parsing languages, so 
Ae concew- yh aahol(omyté(cyaqind atcha ey: cy ler. Lata lion! (<lo xo) ar. Mii) dem-halem-Maleyenal 
Von ol-M-y qu g-leit—emacoyaamdal-wlayelehm@-balemeveyaqhe;-Ha-rom \sidamdal-mevoyqanagt-valeccw 
af\coyb i Ce M- | Ion i'm lar -t-lol all (oler-laley ae 


It was a simple, but impressive feat. Even more so considering that 
NlolabaMi\c-Halczromcomanandal-m-yahuha-l\ymolm.Qon/(-)alacic-mhalcomd al- ko} @ioscolene-baae 


BAY g Bat cea ass Keoy amore) que. bial-re@-llmdal-molby44(—\-l loler- ule) ate. hale mYoroyahalemyic1c-1 44) 
roy md at-moyglephat-lmtc-) e-y hoya bam Mal-m (p> quar. tow .¢-} 0) Wl melkos(-mcomdal-Koyalephal-Le- by 

| oXey-t-s0) (<M o)OLM—=\14-1 aM Vaid amocoy gaye) q-t-1-) Lo) aMecrey qqX-M (oler-lakoyal-wat- lomo el-) 
abbreviated. 


BM alos come bowl rom) oy- Letom comb aleiible(-mdak-mopalephat-|Mcmr-haqke)bbmaat-leplomts-s del 
and he worked in a very useful feature into his version of the classic 
1Ucar-KLON Com aon ahem mygoyhave mo] ON NM DIN\@macoyaam-Nahtalsal-sq-mbamdal-mer-naatomiceyalel 
E-Vey-haupugoyaqmdal-maat-V4-1in cole lio mue-haksjoleyanycolemey- lela vomdal-m-saal-lim eared . 

fol biConhale mi\dat-sq-micolb mexolbltomel=yele\-shamtcolbh all Gxerolac-iamer-bhat-meynalelt-HhaOli-1¢ 
aak-er-VARAKomt\c-Fowen aah ey c=tcsi-16 iai\ahd a AEM) ol 1-16 Mo} colene-Haqhaahhate mr-balom-Veylnhaiace 
save your position to cassette. “It is an expensive program, butitisa 
dsp qak-ha.¢-1e) Mime folelo mic-sessloyameymdal-meyalephat-lms tons) alacigom-balem call micosadal 
idalomaaleyal-ayae 


MM alomhavelhble(-1ombatsjeqbloisloyal-mol-rer-bam\sieamdal-mr-naqko)bl-mo)ol-sabnatemubal=ss 
msYosaatca\saXss acm al=t- bdo) mse Oxo) Ko}<t:t- 1 6 Or-ai(-mar-h alo md aX-mer-baalcm el-ver-baals 
jaKo)e-o)t=mbam-lohic-sqlabn dom abisivopa\m-l-mdal-muna-jmevoyaqhaal=) cosk-l@aveyaal-maahverce) 
version of Caves to be available in Britain. Level 9 weren't far behind 
sVahd alm Gro) (olct-7-1 aXe his=) alas igaper- bale a0 au lon @rosaahelbhanavemat-lomeoyleyal=i-1d-\em-Miccr-N 6 
previous with several titles, albeit of a different theme. 


si aX-maakeyc-meloy(-sanblay,@rsyel-rersabhaqmMy\c-lomr- lon ated al-lomelbnahalemol=ai(-itoyeyaak-saue 
oid aX-moyalephat-lmer-naq\-pm- hale mGal-m—» que- MOY @olm.gaW\/Maat-r-hanmdar-nmdal-m-loyabyelt 
olor: haley almc=y aun cre [bn g-\e mcom-ye|bl-(-yA-meal-mer-haa\-mbaicom hol @evolbire ll el= 
expanded for a new version. 


The Spectrum was just really a big ZX81, so I put back the missing 
(yma coy game a\-W/4.CcN Mic) ¢jloyam-Falem\scoli-@- MLO Meolibhaaham -rameleigolbiancelenubal-) 
FENG aN-y ad at- Fame al-M-ic-bakel-Vcol sy ol-\oia gun ag Me y-Mevolibhaahal-e-lom Move bl (ome (image) c-) 
text on screen at a time. 


The 48K version of Adventure I was released on the Spectrum later in 
id alomcr-baalomtgcr-b am @r-lienalemudal-mer-baa\-waVoar(-)al acim me) el-salcremehen-nal 
ibahtosa=sslu hale Me bk(oibest-sloyam-bacelonalemeal-moles-j tuum cso malebaalel-sem-nalomelelabal 

1b Kefeotsiecmaak-Lapabnadalsia@er-baal=tcmnaMd alomci-y al-weaat-hi mat: hiéom ol-mere) alssleK=34s10m 


Oh atad a-mojd al=yquat- bale uhapaat-h\ar-lkvom at-hi(-m ol-1-14m-hale- Ny ic-B aos asso) me hiceylobhate 
Nahimere) en's ae saum@ebksyolbhc-t-wm-aic-sammeatolblesalmdal-meh)\sa\-sasJahhom-halemuler-sqverhale movi 
the mainframe version on home micros was a very grey area. 


There were definitely big plans to write new adventures following 
the release of Adventure 1 and I wrote quite a few scenarios for these, 
sao) aX-Meoy mad ah tol aM at-Cwcipbatsaicclo md al-Mey-Kiyhalemig-;-Vecmbhabiovaablat-1c-lh'am pin by| 
very aware of IP, hence the PacMan game was called Mazeman, but 
LOpaVAts-yacshni myo bi cer-mevelel mir morg-1uqim gale lol amuatelblelalmoym-t-mojblelite 
oFovqatcVhaMmalelahihimeym iacovaleiate 


|sYoshqQe md a\-mun elu. Qonr(cyalabicem clovamcomaat-Nd.c-1mer-sar-hal\imaat-leksm-mat-baal-meys 
Slo} ahaler-valom@aVol-) e:yo)nul eller. baalcmili-ll@acer-bael-romhaMdal-mhalelbljua)am Mal-molerer-sa 
Jolt hiZ=s amd ate han '\(<) com ol re phan auhale mcom—cie-lolekciameat-saaty-1hi(-1m cole). a alelice 


hea icc¥ow- Moye buna (ob lum Com ib lolo(—wm ml at-lo Moy qal-m qblev-m (-14¢-¥ c-Wicoyagy e-yoye) (= 
Joye Wecyhale md al-Met-Waql-wmoyq\-macoyaa@-Wr-laqvelelw-yiale(-) moymdal-mungalomydacey 
fo). ah alot ht mmexoyaato)t-Wnal-yomdqt-luim cole) qr-lei-t- micelle) a-\-l.a-Mci-1mr-Kmd alomqey-Lenlars 
were all playing Adventure! 


It was re-released twice, once by CP Software as Colossal Caves and 
more famously as Classic Adventure published by Melbourne House. 
For the majority of gamers in the 80s, it’s Melbourne House's version 
1datchur-\oloyaak-io md al=m-) al-larg-ssmoy mm aat-bahimer-haalssacmnad al-msl0\-em M alow evo) ahlom-s.qb 01 
Natoma dct bib haom ol-Kor.e-lephalem-baai\(oyd.q@olmaat-lasa-](-1-Fomiie-Kmonanaanicie-l.¢-le) (om 


| ab-Yo Me Coy al-mroyaal- Bio) da ko) a Ol mor an/ic-1d— mms coy ce (ima al-Lem-balemdaK-ntaiicHale-ve| 
Vom at: \i(ce-Walold alt=) mer-Vaal-moyamdal-1h@ elole).c-mcvoM iker-y able .Veat(-yahuend-my mmm Mal) 

1K) holo) bh gato Kolb E\—mel-t-1 Mer-baqt-M- lolol Phu al-1ql ad-ro ml lle nceyaqmer-1(-(0maql-moyal—) 
day and asked me to loosely join Melbourne House. It was more a 

fer K-moy im ol-yhqte m- Wa q-t-1(- aver ahdaWUU-llelolengal-m a Kolehy-mr-lqhalem-llmaghts 

joy corehb Keim 


Slo} ahauaic- tw alersae- halen comesatc-m- Rico hiay anecm (rol abate) (olenimmelehar-MeK-r-lmivaheal 
JWKzllolelbbaalom wKolbry-miic-Kom colo mc-saaholanale mm Mal-avaqom-leacr-lohimeyceleres alam Mata 
Hobbit to market, and were establishing themselves as a leading 
jolbl oe] Uks\aX=y mo) me-Lohtc-s alae ba-s-wms{-(eveyaaubalem oy-haq@eymeat-laci¢-lel(omerolnalemioyal\t- hae 
sVec Rowe Wa aKoLe hd alent c-he-t ahale mo} ge}-) o\-161 eam M al-atag o}cosaauk(-1omcomdahae) \meal-aha 
fopge)/\ahalemaablefanmol-Jahbatemudal-mer-naqim-bale maonalel-omvlo)ahaMcon clolam@ablswyollhqe= 
Como) daX-sanaqt-lol abhal=rcp 


They all sold reasonably well, [and][...] I did all the conversions. I was 
quite jealous of [giving away] my system as it had such a small 
Kofolgeyahaia Moltoha Mmm ic Val com(-1moldal-yq-Mat-hicmdal-Mlol-)-\ Merle) U-at(-) ame aahime(-r-ll 
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said aM isK-llololbhaal-m loli -mohlohamma-y-liNmenhic-w aql-w- We q-r-Foyey at-Vo)(-Mel-1qe-yalt-le(= 
fo) md atomr Uc vale maar Wen komad atemol-lenbahabnale Moy mdal-M-1qlo mio) amdal— 
relationship. 


There was a full-time job on the table, but the University also offered 
Jabbaam-bako)dql-yayoles-shalolamm’s\(olol(omal=me-0.com- Wm aqt-bar-\el-saql-) aims eles-lasnam dats 
(@xoyaahelbic=) a Dl-je)-banaal=yqhmr-Landal-mOpauat¢-sasshq) Amey ar-(ever-j elm UK-llelolbhaal= 

|e Ko UE-M Moy ais aco aalenic-mnaivomer-naqte¥4 


| Kee K-yonKo (=10 Maco mr-\orer-y 0) nd aX-mo}ui-y ai Comci¢ hime) am-lmda(-MObauhtccsasshqiamolent 
oxoh ahah ahe(zrom’oyd.moyam-Mele-Halomal=\i\a-lohi(-)quabnq-m-b aXe me) coyaank-1o mm UK-|lelelen gals 
Je Kolbks\omdatomolblolnkjabeate mel-t-16 


DSCs Key cE ValoM- bale Ml a-1(-) a Dloyabal-Ji-¥ 0) ey cey- Kol at-vomqal-m ahd al-bamle(-t-mdal-yig 
lqt-\o coy ar-Wer-¥aqt-e-Valo Mm ¢-MeK-veuke(-ro mom! \coid qcolet-idal-1meyameal-muld(-mm Ma l-yi, 
Hatch aXe |(-to Md at—mel—slenammt-higojbim-balemc->aqar-valom Me(-.1/-(o)ol-lom-Mcyhaatol(myieityaal 
soy amd aY-1qamcon ol-e-le)](-MComisan(-mdal-Mer-baql-MoyaWey-\el-yar-Valoméat-yamiaqvelvia@ha@mnaive 
my game system. The engine was a version 2 of the Adventure 1 
system. 


Wo} abaWsmenq=r-NUhtauay an'i\c- Foe hand alm ol-y ah elal-sa)meymdal-mcice) aiamaar-l.ahale mosar-Bale (ome 
id alomosalophalom-balomedalom oy- ec\-) ar-komals1er-t<t- bata Com levees aqhaaloler-itcmivkeya-it- bale! 
Naloms Dloyahal-Mcw\sguanate mm DI-13) ovhtom ahicm alow imssaahelcoytc-sauhatssijahale maat-landaX-sh4 
FNohtcctahuiacmer-ie-llolesbl-Meroyale-bhal-1omene-y eo) qnlet:mmdal-m\-(e1e) alo mt(=3assloyamey md ale 
Adventure I system didn't employ any imagery at all. 


PV mdal-melaal-m md qkoyelodaimdat-\mdal-mi-y aun c-Lmaaloyq-mbaahelojar-nahmdat-lamenc-ye)ahler 
Wale maar ime ne-yo) ai let-m pei mci co) (-Maahtaqat-yqqve) ata m@yqler-mual-mal-\i'mei-val-yc-Luleyameyi 
exo} aay OLUAK =) ¢-Mer- hg al-mo)bi omy Meco bl(oMc1--mdal-Mcy-yaly-m ham at- Malate md eloldameia-\-1m oscel-t—) 
Wale meng-he)qhkermuat-hal(ole).¢-oMbl.<(-mcroyqal—idqubatem 


1 Coy go (oy gO lb (=m heat c=) gina coyaqind a=W ah acim ql calomel atl ¢- Leics) ecm age) aamt-lel ale) i 
the writer's surnames] was released in July 1985. The story had the 
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RAINBIRD ADVENTURE 
IMPLEMENTATION LANGUAGE 


Rainbird was a sister label of Telecomsoft's Firebird brand, first 
setup in 1984. It was named after Telecomsoft's charismatic Tony 
ec Whaloyhae bmr- Mol at-bats aat- he lom-\enicoler-lc-me) male l-voler-baa\=ssm\savom at-Vom el=1-3 4! 

<3 aah eo) Cohtg-re mom abbamdal-mevoyagle}-hahi aunt: bhaloyhaema-rorabbht-lomdal-m\-) alace-e) 

sy ahe-Whalom co) omancem-loktc-salabh com ako) bl\-1sem M=a1-)] Mode- balou \Ue-Nepal-iulomeyen qe) (ks 
Wale Mni\icsaom.co\os qa COM ha lerg-r-ki-mea-sh mo lbng olonmeymer-Naal-w- lad al-wA- abheameymdal= 
market. 


Ko) ahameloyal=rtreiect=] (smack =9 aah eo] Conigcro mcomol=tsylepal-hal-lont(-1 ahabha=morg-r-1ekoyal 
[EWalesbr-le(om-baXeicohd.«-rom-l (ovale fslek-ma- 10m Ore) o) ey alm comera-r-1t-maal= 
Sec Mn alosncomaehiccsahabhacm haahel(-saqt=sahe-leceyals i-baleibl-\elcm 


RAIL was developed until 1988 when the decision to cancel the 
10) Ce) [=Xoi mn c-Kcws qat-LeKomeu Lo) ahalm at-kcwmaat-\olomdal-mabat-\ lic) e-3o)ameyme ak-m oj ge) (-1elt 
available on the Bird Sanctuary website, which comes with a test 
adventure series, entitled The Light of the Shadowlords. 


|oyanqaleya-m babe) aaat-lacoyaMmrstsyia alad oma lanalia oyhaelsr-halelabl-batmecomel.dpe-bit 


jolt hig=y moa hc—llbhalem-llmenic—sandal—mer-lt-b.q)mbam-monaal-maqt-lol ahhal-mmevo)|(—o1anatem (os-it 
Joy C=reX-ssoy im Kos ceKosaMcmnaahaaleyac-luhqimel-aialer-mcomcy-hiccmd alm Ubauhtcsac\-mmulolabau-balel 
1datomayicom x-10-) com cole). anabllm-lohic-hahe-\er-meymudal-M-y que-Maak-saalolata-his-bit-lel(=mohts 
jqXo)aphatelublonhalemepe-holanlerm- hale Mesco)i\der-Naqzlombaicomdal-mer-haq\-m nol0moler-halosans 
Nalem- W101 i\coy co micoler- lo) blt- hata M al-sa-mi\c-low- Mol at-baker-m vom el-maqleya= 
expressive with the prose, and it looked very impressive on screen 

id at-Nal.¢cmKom- maka) mC-> aul at-bavelbhavem<\\c-10-saamdar-Nanvacel—salcremealmerjerel| 

NS) ol=fei sab haamenhsjolr-hmcomesd-t-luomd alomhaal o}ast\:sloyamoym- mie llmol-le(-meymi-nae 


bob ha @royaaholbic-sanaat-ler-VAnal-mcy-Hlomm\ahdaluccmol-ie-bl(-\om-Laqate)-jo)al-yalomc-y aur-nalel 
Vo} b Kel al=s:moy im alenaqvoleham ilo) ce loyammels (=i meler-Nc-Nahtci-1cmaat-bahva aleleeacmey 
1Ghaqnone-habavemol(ct-l10hq-am Mav-me) ol-eiu qb haaWat-lerJanhomaat-ler-VAnal-m@ue-lJalc-hicciel 
Velo) pha hemst- htah ale mun hem at- tom Coyale par- he qako}:jo) al-salom olbyAr-tcmhale(-vanleleriarg 
halt=9ay)\coh'c-squahahvom- Mr. tsyoubat-lanate mr-le) a lomeymelleK-t:e-bavem-hojel-ba-salmel=r-\el 
ends." 


Gros ahabksshaves Mias\/K=]lololebaalsm aloe h\-m-lohic-sauts-\e MM i/o) celo)am-t-m- mero) ahubaler-lekeyal 
of Classic Adventure, but it drew no narrative parallels with the 

fo) ake phat: lmer-baal-em Ml a\-mo)ol-sahhalemucy quis) ol\-r-1.¢-molml ol-shale moyal-me) md al-mmah eclanhal 
id alomcr-ler- Mam olbhapabbad aly mer-haqQstWa\(-sa-m aQcatssy mol =a1¢-1K0) ol-10 bs AKO) a aa1K<t- <0 B 

| Cashed aa @r-haqye)ol=1lmnamO@roali@maat-ler-VAbal-m a=) olosatslomeym- Moire 1 Ulm Unalel-santrckys 
called Bostafer's Revenge — it never materialised. 


F Woy hamacoyaam-yoyaqi-mnauaet-| Meo lt-yeubetployqt-watoldauhalemal-}o)el-yal-remmateldabnale 
salon comico (oy a\-m a <1) a Kong -it-valome(olm@-Mmlolemhamia(-mnalehbtjuatam-latemdal= 
time for a new game just wasn't there. [By the way] Bostafer was an 
FWab-Veng-VaqmoymVe\-yecolamhimicolemat-lolaMm@sc-t-lihy-(om 


SW aX—m coyic-lugimcy-hipaal-sahmcjec-hal-romdaloma-it-laleyaljabhomel-iai-\-samvlo)anal-barel 
IMR olo) Pha atom wKelok-ma-soluenatemnamuo)qhaMmc-)aqauhat-Nanalemedal-mel-hauat-ya-Jahhon 
Outside of Mordon’s Quest he been undertaking some freelance work 
for Level 9. Impressed with his work the Austins offered him a 
jexoyshatoyaMi\ahdaimeat-meceyaqlcy-bahia 


Pete and Mike made me an offer I couldn't refuse to leave the 
LObaVaiccvecshata-batom'\Coyd qo) audat-yaqmacliGuenad(-mum-jullM’\(eyd.<-lomqales-1q@e)mual- 
Luhgal-macoyaqWaah'meynnler-w- lal avoyaql-mmelehmeoleer-\-yloyal-lihim-yel-yalar-Mer-hi movant ce) 
down with them discussing the projects. 


REL mepenic-MotbanCerslia Mem MA oyd.ehalemiiaida@-Wictaallaimabaqg Mm eatc-vatadalnale mit. 
fine in the development, but ideas I had seemed to be put aside. It 
s(VoyelCohaMalat-\tc-Mol-\-1alr-Ma-lt-laleyatjalhomdal-lmn'ceibllome-\im (orale mm i at-\oMel-\-1a minal 
fod g¥- Wage (- Moy magh'meo)i'saWe(-yor-hauaqt-yah@ce) mtc-\-Vecw-lmeat-MOlabar-yecvig'@- hate MAM AIC TS 
oh baa (oqo l hae oyaeaal-Mcomat-\C-Mcom eaht-meahbate tM mc T1am mere) ahiabaler-ro Mm \(-¥4—) 
correct 
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in maze. 

fifter descending thirtccn rungs from the wooden trapdoor above into this 
fifteen by fifteen rock walled chamber you stop mid step has you get the 
feeling that someone or something 1s watching you with hungry eyes from the 
darkness below, at first as you stare dow into the depths you can see nothing 
but as your cycs widen you start to pick out the crests of tiny ripples that 
your own montion on the ladder has set free on the surface of the stagnate 
pool of black liquid that lies just below the ladders twentytifth rung. As you 
Study it’s surface for any hint or clue that might give away the identity of 
it’s occupant a small bubble explosed into the atmosphere above letting loose 
an Odour that defies description, and you thought humans smelt badt Set in the 
middle of the north wall some three and a half feet below the point at which 
YOU are now hanging you can clearly see the outline of a» closed* yard square 
top hinged hatch, three feet above which aw iron hook has been enbed into the 
wall. Glancing to your right you are able to locate a similar * closed* hatch 
and hook on the east wall, however both have Faired less well in the damp 
atmosphere of chamber then their left hand partners and coach shows clearly the 
signs of corrosion. Sliding yourself around the ladder so that you are able to 
Face to other way you find * the shattered remains of yet another hatch, 
hanging from a single twisted hinge in such a fashion as to reveal the long 
iron spikes on whot would have been the bock of the hotch and the rotting 
remains of the corpse impaled there.« Completing the turn so that you facing 
the hatch on the south wall you are unable to find another unusual about it 
apart from the fact that it’s * closed* and the hook looks a little bent. 

? 


WlolabaMi\coyd.<-romoyamda\-m Gable faim @}comaVont(-) agen coMsh's1(-) 14m) Oz (OSs eB ie) 4 

| -a'4-] BoP ba =» 4 oy-abssloya moyamdal-1h av. ta @velel-m corel ab avo) Cole ame e(-m olopan-romeal= 
exole (=m com dake) ale phat. lms isk- Lorn qucos:Jqmorosaahelbnc-sar-halomudalsm-salephalomiic- Meryl 
Koy ae Gaile sgim Oy corm- vale mse less\-rebl-sandaranha me aX=m G7 ele) sat-mac-lalel-) me (cheats 

| -¥ alox=] (ol m- bale Melor-} ol-1e/aloc-ie 


|e Kom (oye ol=sKo) com d alow a=1(at-Fo-moy Galles alm Os gem at-hahalemol-\-sale-}e)e)cel-Vera=1om ont, 
Telecomsoft to write a new adventure system for Rainbird. He 
ols e palaro md atom c-bnaloyhgemavoni-sahguea—mbaaye)(-1aqX-yahe-lulolam@m-naleet-lel-mesas.g.Wa i 
Koy msalolae 


RAIL was a work in progress, Paul Coppins at Telecomsoft was 
Kuh ale MdaQemcyt Ai C1 gam hakom-Lcrome(—jauhatemaal-mcom-lolomal-y\mc-r-lqung-t mals 
bicchahcrem 


It was in development for seven months between November 1987 
and June 1988. Unfortunately, the promise shown by RAIL was never 
realised, it was shelved as the commercial text adventure market 

oh VabaXel(<romitahdaldatcm-lohic-yqlmoymm Rot oynanaar-\ol auhal-icm- hale evo) atsyo) (18 


After Telecomsoft was bought by Microprose, I went back to running 
7 Nols «Joyal ol-1keg-Mloyhabiate Mecolht-NdgMer-Vaql-te-Ke- Mm oy-haual-) aw Wac-) Melolir-idal 

foi Kox-y Yo Mam I !\c- Yom of- Lol aa Com Vol) ccyolamn aQ-ye-mdat-moy alia lohc-1qiaela-t ml at-lom-Mat-tale 
in was the Ultima VI conversion for Amiga and ST. There was some 
hahha lm cord aelova\-moyaWil- laut lew O¢-- eee meleimdat-lmenlohamalat-ojel-amm Baran ale 
to find publishers for adventures, especially text adventures, was 
shaqhelesct-yle)(-Mcyom Mat-lomcomabigamaahimat-Valomcom-hahiadauhatemdat-Nmie-e-niccble-lel(cm 





DESERT ISLAND DUNGEONS 


5abhal-Kengo)bnalemoyau-ham=) 4c.) ali o)(-(e\-Momovo)¢-1@-Nalem-yhal.ouatemr-t-jemv le) av amvleyal-t-tre)e-1-](- Bhs 
Ko) <ex~10 mi Kom-loy-haleloyaMmal=melololens} aul oW.Vel-sa:\o) iar ae o\-1ee)aal=t-m- Mer-K-1e-hule- hi mo) ale Dibhave(-voyal 
IEF Wate ma snd alo) alaymanicom toy aar-lohi(-salaehac\cmcomelt-hmUbahalmal-ljem-baghiiocy 


SW al-W/ Ao) dal ba ltoleat mmhabioleoyaae 
Sams) ophahabr- lms 0 lelei-s:1:10) ai (om Ore) (o)-1-7-] a Or-hi(-)-eam more) (ome (-1al (o}:] ann alnd ab i-wie) at-lei-1- 


Bi aXow ehh vod al ahi. <-) at: m@] bbe (-m cond al-mer-lt-b.a' am hanioleveyaae 
syaulurchaudayme)colelelalmcomsni-medal-molele).¢ 


| =¥- 1d gl =) a @celo (eo (=1-1-\-\ eo) Ml xd glo) olos-m hahxelecosaae 
Just really silly but very entertaining. 


sah avig' fm halcelevoyaae 
si akolblolqhanesceyico).ahatem-halemesgo)ey-le)aradal-mel-imit-y amr-lea'c-1 alae naomi a @kac-) ae 


Planetfall, Infocom. 
(© (=F: olor tas si Koht(=) al abe a-me i Kodt(o md aX-m go) elelant\c- le melallnr-halamey-Namcomdat-mer-haqlcn 














EXPLORING 
COLOSSAL CAVES 


Yo) aatcantdatsy) cow aXst-N deh) mitcw Oxo) (ol-s-7- 1 Or-hi(- Mn iidals) comold al=vacm atchicom Koln altel 
Kol aabbal-\cw ham edsr-l1onaom-balomere)commd qvolelelamhanksmauhaavelbba-romdat-hareyaal= 
who enter are never seen again. Magic is said to work in the 
cave. I will be your eyes and hands. Direct me with commands 
eo) iv Io) aa (0) 40 ks 


Bedquilt Cave Adventure — do you remember that one? No? Well, ina 
joy ba-1iK=] iVcoyd (om hapaat-himat- Nias ol-1-) amd al-muhdt-movmeal-me-y aur-lentcsahaehasmaat- qe 

it badcre harlem si-coke Leb lGan\c-Fmer-Nameymedal-mivk-haahaakold aMm@r-ai(omy\c10-s44 meal 

| Casal abled .q)mdat-haerhicom i SLbK=m@yconitad als) audal-mbatsjoyhg-lulolamie) mdal-meyalenhat-lt 
VaNoh/c-yalacigomet-haa\-el (mo) (om Dl-sqhabicmel-7oAadat-Lammad alow (-reyaal-eava leymeal= 
game] was lifted directly from Bedquilt Cave" not from Colossal Cave. 


Or co)! Vad alos amat-lomcie-baccre mi \aghenate mas CeAr(-1algeigaMeem-hamnale-y c-le1ehic-mc-y quell 
yhaquele-hekoyamoym- mer aiahale M=>.qel-renhuloyam hal RoW soem-lowal-ma\r-bmeronatemdahgeele laure! 
Je} Cou ¢-Leat=ro Mebht(o) ceo we wK-mbE-1o md al-mel-at¢-1lo)opaal-yanmeoymdal-mer-baacm-le- Murat ace) 
yaker-lefomiandam auicsmesabi(ond-sqMhau abicm:jol-ha-munaql-myaUcoyalemualomitr hand alomer-baaX= 
io) hi{<to ma Com halelublek—molby/A(-1-e- hale maahiaeabier-l met q-r- Laue a-tyunaqvosa—meat- ham bl.q-1 Av 
{phate (=) qudal=mbaqbaie(=yqler-mopmd alm Dh ale (-lopatsw-halom Dy -lerosaksmer-haqkssom atom nicks 

jolt yiabale mi\ahdale-Mepco)bhokosmuat-salelse-landal-monaalce 


His first effort, 79 locations and 193 words in 700 lines of FORTRAN 
code and 700 lines of DATA was saved as ADVENT, limited to six 

fod ak ¢- Keats) go98 ol =(or- 0 Ls{-MO) mad aX=¥s 4 =1°16 a lo1 GKop atm olt-le.-iemolamnl(-mar-baal=\smoameals 

| <A D) ew ROD a ak-bhabua-haqX-mevoyaqyolonc-sam atom \c-Komonyhale mu har-loremdavo)blelamdal=mer-naal= 
is often referred to as Advent, there’s no doubting its name - the text 
always began with the message “Welcome to Adventure’. 


(Oyo)! Vad al=s an (-saqnce) a @r-luhkoyaaht- commen adal=) al aui-Met-ha-(-) nau RoW MAU-r- brah ale 

yee nc=) alas i gam ol) abate Mula k-mat-lomakoe-baaleyieroya io) mual-mer-baal-moldal-yaidal-Famce 

|. Catoy OM abisMod quiKe hazy qmolereibhey(-\om-halemcomcial-na-mam)\ahdaMmdal-mecoyaqyolencaya 
eroyaahaquebanagtam an’)\c-Fsw abhaakolehaztomedat- imo) aler-mal-Kemenii-1corolaqt-mualcmelar-ll(-sale(= 
vo} en q=r-hahale md a\-m oh colepe-baamalcmCossimhauccsd-simhalehe 


AU ol cl ut a coy morpmoldal-secmoblomaqt-beait-tham-balmnant-sd-\imr-balemealcmenanelelubyal-rol 
(oxoleK=mqat-Kol-miecm chi meyalcom-bam-y.qel-)ahaatssaue-lmerosaahelbic-) mal-ian\e)d.a-lmeal-mOrs 
Defence Department's Advance Research Projects Agency [ARPAnet] 
where it was discovered at Stanford AI Labs by computer science 


se) 











100 Ko K—s qh as Do} aMa\\ (olole kw e (mie Kw habit band hia alele).<-rommc-lienalemiUk-1adal-a)asinicoyal 
in his book Where Wizards Stay Up Late, “Adventure made users feel 
like they were interacting more with the computer. It seemed to be 

1d =ssj okey ale bhale mqaleya-mcomi\sar-Nmnicolematgel-\ommt- haved MMdahhal.qudat-lar-luuc-leit-lom- molt 
of players. [...] This was playing with a computer." 


AiVKoXoXe E-H- has aah oltq10m come c-Kor.qexoy)isamdal-meyalephat-lar-lehdaveyaehimoloynalemeal-moyalays 
1dahbave mo) ol-sami com abhaateame)c-ranait-iaql-imuhaal-\cMeas a\-mci-) alah am otnaat- Him f-Baleldal=y4 
first created on the ARPAnet system] addressed “Crowther” to every 
fold al=samak-aq'\(oyd.qndar- han \c-kcmhaM=y GksiUcsalercm- lend al-menaalsmyswaat-VAbaveihimal-melolm-bal 
Waksa iiss aur bale maslexcsatc-1o md alo mc(olbhdet-mevole(-m\snd aM Osco) \adal-)acmoll-tt-shake moval 

id alomcyo) meres ale hhaxosaMdat-lalal-micolelloma-1deh gal mere) eh\merosaie-hbannatem-banys 

(od akc bake (=1smdat-hun\i-s qo qat-(ol-mmn\i\eleleksme |b bkel.d hime (elm comenayesmiahdamdal-mcielbh aac 
CV @halem-lololonmcolehanaqkesaidalmcomr-ldalosaamolelmual-mocole(-muab ¢-10m-(o)aql-movmd als 
fo) ake phat-lmcmolecetcm- hale Move) eq-ceit-o me) cole)i-saahcw iad amc\oat(-3 ¢-lmColer-he loyal 

(oxo) qh aX=101 Go} alse Ml at- hel ol-tor-haalomar(=s ecsloy al mr- bake Ml ol-ver-haqk-mhaabaal-saks-1 hia olejeleit-be 
foLbnKel-dhimunbalebbakemhecmi'cchimcom-leaale\im-atc-s a) mero) aayoleic-) mal-10/\co)d.qnamdal-mOroy 


AV (<3 dss Lo} am Cole).ar-baolehavem-Wic-1-bemololble)ubatemudal-maolesaate-Velonpalemalcayys 

1U ¢ot- 1b Naoto LUV AA LSM =p gey-halobhale mdal-mu-> aem-nalemnalucolelbrosnalem-molhe-1t-mi\sale 
stole the player's treasure. Woods told Jason Scott for his GET LAMP 
(oKoreibhaaX=ale-t aia mua l-tom com aat-l.¢-mdal-mie-bacolbicm ole /Al-mi\ahdabhalmealsmer-baats 

sh qiX-y 4 Cole) om bees ind abimd au hale mdat-ias at-ye)el-salcmal-ya-maat- lacey acmt-1t-) @mr- bale mtco).! 
1daKolokes ahantcolein)(-sq-meKo) atom \sieamdahicmor-Nameyme al-mer-hiccmoleh@eal-saoes 

ohaatcid auhake m-1es1-ma\(olbmer-hamolomdal-1 comm 


A more Tolkien-esque feel to the world was introduced, and Woods 
Xo) (os =yalom .¢-hiaqaleoy ale bp a-ssj ele) abssle)(- miko) meld-t-Lanalem@) ol-am.\oar(-alaciaom le! 
recent port of version 2.5 from 1995] that the main differences were 
1d al-m haha colon b lore loyameo)mmal-\)\muc-r-l}on d-\-Mand at- Lamm a-le [DNR a-1Kol vol arahalem- mole AAK- 
that's definitely at the tricky end of the scale for Adventure." The 
forest was converted from a partially-random maze with a few 
locations to a fully-fledged maze, the scoring system was tweaked, 
Wale mdal=mer-baa\cecmuceeleltqs1e)aq\-m co} cel am-nalomabauhtcmor-Nuccsa’menicm nr ts 
overhauled. 


AV (<3 ds5 Co) aaa \c- Fey Le pa bbe Kot- haha ol-(or- LOR\-muar- | Yom hale coleible-romdal-meroy alet-je)me) 
Joy-Ksp Lom Wa ennlert-lmhant=]lble(-yqlercw-balo ml aci-16 Ke (ots halt=ieker-saim@yal-ne-\elt-secmcen-Nal 
FYoht(csqhubhacmmll(ololeksmedat-hale(-\omualsm-yhaaye](-Mol-)at-hislelon ae) m@nce) \adal-saes 
1Di\e-Vatccrceam i alata at- lo Mm ol-i-y alm o}colenc-Naqhaal=rom\sneaW-Mab.<-\om celbnt-mey 
iaakoytc=yaal=sqhemaatcr-babbavemdar-Lasnamudal-mal-\im—y qer-balek-om\eyalom iq coleicem el— 


A WANDERING STAR 


very unlikely that the player would ever encounter them. Woods 
ibqhacolehbcer-lom- Mma \c-hale l=) amr-lcerolahdabaaMmepatabate mu al-mel at-he-leitcsacmeatce-losluhqyace) 
jqqXoh'com-b cele halo meal-mer-hicm- Lan) \all em olenar-lol al-sanavemcomdal-mabll-\:merolel-\ompaivomeal= 
(o F-he-l of- F{-uomd (olor: Lakosamereyabal-voiuloyalme-le](-1:e wK-m-lecvom-Kelel-1om-shaqhelt-w.W MB koye 
spechaay el (cm csaksonanale meat-har-llmoymedal-m Dai ic batc-tmontonamar-salo moby omsiablol.annal 

(o = ¥- Ko lax=9 ahomn oy- 0 atsmey md als Mor-hi(-1-eamee is at-Yo Mico aqt-¥.¢-mdal-yaamr-Mohad(-m-yaal-bau-) am al= 
told Scott. 


Between 1977 and 1995 Crowther and Woods continued to work 
bqutcyaaqbhuccsaudameyalmeatcmer-baql-mmeislbaahhat-lahatemhaMmea\-ma-1(-r-k\-mosmaVehi(csanue hac 
ut (<3 6:3 Ko) qAto Mas Mo Ey- hia \\¢= MO) ¢-m 0 al =3 44 olold al mepa-t-lmoymel-le]m@olmene-lenabkel-mns 
an understatement. Adventure is as important videogame history as 
Spacewar, Space Invaders or Pac-Man. It defined the conventions 

1d atNUA Vom t-V.¢ cM Koy ame pe-hale=lo burn atoms hekcm DP. Wer-hallol-mag-ler-iomham-ac-satacseatel (= 
text adventure that has come since. 


AYV(cWor-hale- levee ol-mdat-val.cablmaat-labaldaloy:(-mo}loyal=\-sanatemer-hiacmmd als) com \C-Foare| 

orb lhabhd-moym-y qol-vahaat-sale-luloyabe- bale mudat-Nacvovaa\cNaomi\c-komcvolosr-l@-halel 
oyqakcidquhale con ol-mctat-bas1e mus fold am @y ce) \adal-sar-balom\\(elelormiic-hahecromualomer-naaXs 
Vom ol-mexoyaahaquenat-lemaalelonhal-rom-bavem-sal[o)\(-16 Meme atolblelalak-sieal=sar-y.qol-leit-io mnt 


mo bKohatmaahhaXe mshi cl-yo)e)(-mi\r-Haltsromcome-l.c-m- mere) en's 
havo eltchimahdamagm-halemaat-¥.¢-m-Mevo)oha-hic-bit-1e) (me) 4 
free’ 


Vom ol-mcroyaasdqbeatemdat-iamels1e)0](-mel-BkemKeyam'|\(olole sm imaat-bal.aablmcoyadal=) 
felexer- Fs oy ak-lme (oy at-hukeyalcm atom c-cd AC Pat) aimee)’ ar- bale M-ler-Shabe-Nalemcr-hiccmdarekt 
thanks received in an e-mail never gets tiresome. On the subject of 
royalties for Adventure, in GET LAMP he shrugged his shoulders and 
Yoke mslerol ame me bKohaMmapaahbatemhimol-voje)(-mi\c-baltciemcome-l.c-m-merejehva-halemel(-himiaidal 
hear: bao Maat-V.¢om- Mere) ei a-his-Hit-10) (=m Ko) ak d-\- Mime 1A alos amcyeyaalcyoyal-mcole).qanar- hare! 

ub baal-romhaphaicom-Waic-) e:Jloyamealcy'mel at-hae (10m co) iar-bavemenlonammeshic-maal= 

Wahvad auhaXe ko) au @tammd at-Lany'c-kcm-babaloy\ahale Mame olonan'\sat-lm@er-baln'cele me cores 


We rightly celebrate Adventure’s pioneering place in history, but it is argueable that Peter Langston was the first with Wander, a text- 
Jox-Wi-r0 MV osd to maakelol-llunakem el colenc-Naqm al-mexolol-ro na RMA Mi \sablecienc-r-Kolaubalem- las eatc-) den doi-samele- liom Oxo) l(-1e(-mhaMi\t-abbalesvolal 


WANDER Ci3r#) 
by Peer Lamys bon 


Af tool for weiting wou-deterministic fantasy storics 


1) Aldebaran [11 

2] Castile 

4) Library 

4) Tut Rimary Arithmetic Tutorial 


5] Exit ta BOs 


Please choose (1-5) _ 


You apc traveling as First Under secretary to the fimbassador for 
the Corps Diplomntique Terrestrieno., (COT). ‘Your direct 
euperior, Pr. Aagnan, hes managed to duck out of the action pred 
lea Lin as mle @beislant li his superior,  Ashassodur 
Pounecetrifle, (The fimbassador is a classic bunglcr and would, if 
left on his own, aes things up badly. 


Ton have been sent bo Alcebaran Pll where woo are to avert an 
uprising against Terran nationals expected at the end of April. 


Iau ing iin trip yon were able th peruse the a es mea. yar 


Libram and make «@ Pew notes on the histonmy, lite-torm onl 
Society of Aldeharan LIL, lait much of Aldabaran culture is still 

a raps te ry 

[t ls the middle of the oight; the shilp on which wou arrived has 

Jest departed from the small spaceport which you find to be windy 

and deserted. 

You're in thea fldebaran [fl spaceport, tm electrified chaiw link Fenee 
Sounds the area with gates leading west and south. 


Theres feo a ceedil card here, 


pick up credit card 


Neohaccralebau-Waqt-beauee-baal-mtc-s4csko} ame) ml sya tcyL@MBianytc-kcjqMmr- mer. aq\om- lee lol abana aloydom- mane. baal-\i\(eyd.@nko) ad al-mevey alu biel eolameyimer-haq\=s:Mmn Tale (-ya@-sat-le)(-16 

1d al-menq-r-Laloyamesmnc-Nahe-F-pimcicoyal-Mereyaur-Hhaunalem colohaal-pecie-1t-s--h alom ole} at-le]K-mo) e)(-1e1 sme ar-1mero) bl (om ol-m-NnK-(eit-10 Ml onimel-lerk-yley alm aar-(ol-meh\mdal-mo)t-h\(-) om Mats 
fo} ale phak-lmol=ts1os gh ello) ale a= i-s 45m com hec\-]0m-\omer- Colo] Koya \aahuhale makeyarol=1¢-) aaquhauisjaomr-hahe-l\imcice) (= Mam OlOLaBhany\c-\omqahblolalaaleya-mdar-hamedat-lembakeliblonhate 
oy qal-moyind al-mtcqyd oy paloleham-balemonha-\oleloyal-lmcir-halor-baelsmaat-lmolelcome-it-)alol-M-luu @lolent-romcow.loar(-1alecl ace 


| -Wale fico) amen a-r-lUcio mci -a1(-3 4-1 mols aqkosarcjug-hakosamer-Naat-m Vandal Valve (-yamsnalelublobhale mO@r-F-1d(-mi\ial-y comely .qelto)d-m- Mm abad-lm-ha-r- Whale mr mer-kid (cmt aelabnale mio) ar! 
beautiful damsel. He wrote other, more successful games such as Empire, and later went on to work for LucasArts. 


A copy of Wander has recently been discovered buried in a software distribution from the Usenix 1980 conference. Enthusiasts are 
orb badsvahdaymyicoyd.chalemeyaM'\shaveKo))\s-ym\UR-om-bavems hall bal elo) au-Mopmual-mclolon cex-merole (=F 


ue) 


COLOSSAL CLONES 


Adventure has appeared across virtually every computer format in abridged, full or expanded 
(o FOB KsKotomm @1F- Ly (om Vo hiéq1qhabha-) acie-N adc Aecw (OLUN@ aly acie-y alennale mo) almdalom-yalemo)mr- me coy-(ome-b ale lm ol-\-) cmnalcon-| 
Jake limeyakel.alolbal(onhatemedat-laalelbk\-t:w- mica) malole-lel(-m-»¢-haal eltocy 


# ADVENTURE # (Version: 8.5) Agventure numker:1 Version:4.16 
Copyright Adams 1979. Box 3435 Longwood FL 32758 1-305-862-6917 


This program will allow you to have en “Adventure” without 
ever leaving your armchair! tou will fine yourself in a strange 
new world. You will be able to LOOK AT, PICK-UP ard otherwise 
MANTFULATE the objects you fined there. You will also be able to 
TRAVEL from location to location. I will be your puppet in this 
Adventure. Tou command me with 2 word ENGLISr sentences. I’ve 
over 124 word vocabulary so if a word doesr’t work, tru another! 


Some commands I know: HELP, SAVE GAME, SCORE, INVENTORY, QUIT. 


The Author has worked over 3 year on this program and 
is currently writing many new Adventures, so PLEASE: 


DON’T COPY OR ACCEPT A "PIRATED" COPY OF ALVENTURE! Press enter 


ADVENTURELAND 
Scott Adams, 1978 


Inspired by Adventure, Scott Adams created his own minimalist 

(ch assole Ma CoAt¢c)alabigel vale m Koy and al=m Ro}, @ua¢-Vo hKomcy al-\el.au MacctrslOmecoyaayelbitss anal 
1978. He had the idea to produce an adventure interpreter, a 
jqblohhaq\=sahe-Nayam-Koatccvalubha-m-valephal-Mmaar-Lanycolbltom-sat-lellcm auhaamcomsr-Fslarg 
create other games. Adventureland was soon converted to a wide 
g-hale(=moymmaat-\ol auhal-iyr- bale Mot-baM ol-Mend-(obhtcrom- Fmd atom abesimaqt-bhalsiucct- baal 
fexoyaqhqal=) couk-lmc-y amr-lonic-sahauna-m-hic- bi t-Ve)K-mey al akosaal-merosaaheleic-) cme mes apaat-nahis 
it was their first exposure to the genre. 
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Personal Computer 

Microsoft Adventure | 

irsior 

(C) Copyright IBM Corp 1981 
(C) Copyright Softwin Assoc, 1979 
Implemented hy Gordon Letwin 
Produced by Microsoft 
Scanning cave structure..., 


Microsoft, 1979 


Written by Gordon Letwin, Microsoft Adventure was among the first 
Ko) bay o} cole ho koiesw-Yo) (0M obi \/ bien gosto) nash alr- Ws alo\)MOnhisns}loyalena-r-1¢-10 mcomy-111 
software to consumers. 


aM al-mer-haal-masmecoyaavell-icclarac Wid anablm¢-llel-simn/\sidal-haM-y que: MeSeyaAi\(bacmel-sal 
coroyaam hau: We alele McomM-1n/\shaW-mabllcaenaq(-m (o]e)mcom@scoyi\adal-yar-haleM\i\lolelersy 

joy cole g- baal oimel(=a1(-) data lerer-rcssyh ale md alomey ale shat-1Mcmalble(-met-he-le)-biotom iar: ire | 
required floppy disk drive. It was one of the first games to be retailed 
professionally and Microsoft released a version of its Adventure in 
1981 with the initial version of MS-DOS. 
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ADVENTURE I 
Abersoft, 1981 


Oh al=Moymd alom=r-yautstsiencsy qur-lent(-) ahavhassmcom-he)el-t-) meals} aheljamaveyaal= 
computers was Abersoft's Adventure I. It was written by John Jones- 
Steele using Ken Reed's 1980 article in Practical Computing 

(o [=r:Yos gl osbakem-bale-lohic-salabndomer-baak-mnant=yqe)a-1ce) amv (oy al=ibreieci-] (2m o)-Lel.qsle mr} 
CNG abaolan d=) eo} coleneleialeyamolms loa) ecig-mhaicom ky Gunateltblonhalemuatcmaat-Sloyeiars 
fo} d aloe) ale phat-lMsmColer-huleyalce- hale olbyA(--ye-llel-shuniiahdamclaleyau=y4 

(o (=KYou ghee Key akcw- bake m- Ml (-1s-\-5 ay olosnauecme-liNian cre Lbbha-rom Comores aahel(-ic-mdal-mer-haalcn 


Adventure I was expanded to 32K in a new version for the ZX 

S) ol=rousabhaamaqt-\elqbhalswe- bale moneiuay-romdal-mct-naqX-mci-) o}-ha-NComer-haakom-saleshalcw-balel 
database as per Reed's instructions. The game was re-released by CP 
Software as Colossal Caves. In 1983 Melbourne House re-released 
Wale moleyaczromudal-mer-baa\-moyahcom- Mm \acel-mae-have(-mopmaatlorcossmephtahale mimencr-1ios4 
mainstream prominence as Classic Adventure. 











CRL/St. Brides, 1986 


Nol at =atcsyqind alomepact- hen @scoyitad alt=) ar-balem | (ololelsmero) bike M-t\er-hel-mt-haaleleleyal-s ale 
and Adventure fell foul to a terrific parody from the ladies of St. 
Brides in the form of The Very Big Cave Adventure in 1986. 


sab ctw bahaht-bameseekel-cmblmdahgeleresam-Mmer-baql-maoll moym oll halswm lo) .<-\cme-halel 
(exoyaqulom olbimreloyi\sqtswbaldabisMen¢-lel.ahale mj oleley mm M al-1c-M-M lol ccmosmr-naaular-ve 
Coter-hukeyatspunqalejmni\aheam-Mman'slsiandalelolesabmceyacy ¢-naqye)(-mdal-mr-naakole lm coil 
|aXo}bksiom at too; sy oyahale mmole hapave)meoymaal-m\r- Nts) aim .onalome-bavemct-\1(-1¢-1moldal=34 
surprises await, such as the inclusion of a Space Invaders room 
Vd qos domatcole mer-balmel(himualcmer-baal-mhamc->. au ieygaal 


It has the usual Quill’d polish from a CRL title and even includes 
sounds, visual effects and a RAMSAVE feature. 





Welcone to Adventuret? Would you like instructions? 
i 


Sonewhere ts is Colossal Cave, where others have found fortunes in 
treasure and gold, though it is punored that sone uho enter are never seen 
again. Magic 1s said to work in the cave. I will be your eyes and hands. 
Direct me with commands of 1 or 2 words, I should warn you that I look at 
only the first five letters of each word, so you'll have to enter “northeast” 
as ne” to distinguish it from “north’. (Should you get stuck, type “help” for 
gone gear hints, For information on how to end your adventure, ete., type 
info. 


This progran was originally developed by Will Crowther. Most of the features 
of the current program were added by Don Hoods, This version was inplenented 
in € and moved to personal computers by din Gillogly, and was_ specially 

re wie for the Software Country “Golden Oldies” package by The Software 
oolworks., 


You are standing at the end of a road before a small brick building. Around 
i, is a forest, A snall strean flows out of the building and down a gully, 














Software Toolworks, 1981 


Software Toolworks sold a modified version of Adventure in 1981 as 
ii etm O) alontatclms\ea(-alacig-m hen \c- bey alo ley ac\-com- Fm ol-shalemmhameal-msjoyhahmeymudal= 
(oh akephat-lmer-baal-mm ohm @sconi\ada\-sar-balem\\((ololoh-pmhama-1genaamieyar-Maalele (it 

Coy ligigar-halema=saat-whalcmdal-meyal \iant(sa:}oyamoymdalsmer-baal-mcom orkid al-menelon 


PaWahvm elt Niccsamitsakomcr-beat-rom-llmdal-moloyhalecm-bale mcelenalom-llmGal-mudcr- TUR aotM\(o34— 
shown a secret that could be sent to the publisher in return ofa 
Certificate of Wizardness signed by the authors. 





Helcome to ADUENTURPRE ! 


YOU are standing at the @nd of the road 
before a SMall brick BbBUalding. Around 
YOU is a forest. SMall stream flows 
out of the building down a valley. 


Mhat now 7m. 


You have walked up a hill in the forest. 
The road slopes back down the other side 
of the a building in e 


hill. There is 
dastance., 


Mhat now 7s 














Duckworth, 1985 


Jim Butterfield created one of the first Adventure clones for the 
Gros aahaakoleloya-mae-bale(-molmerey aay olbit=s amy laid aManicmt¢-sassloyameymsloar(c)alavigomuey a 
the PET in the late 1970s. 


Butterfield's version required a disk drive to store and access data, so 
would be unsuitable for the British cassette-based market. This 
version was coded by adventure royalty Peter Gerrard. He created a 
port called Colossal Cave Adventure for the more accessible 
(@xosaahaakoleloyq-moym- bale M.Waal-ue-lomeroyaahelbit=y e-mhal Relstoy 
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out of the building and down the gully. 





Atari, 1979 
(©): ¢-hi Axe) .¢-h) MESON (om at: him DOF al ol=m16 4-1 col abbale mGat=m Uhaahhecmoymnnaat-lephat-Lekolamce) 
include Warren Robinett’s 1979 version of Adventure as a true text 
adventure. But, it's ambition alone is worthy of discussion, and 


(hE 0) (hi écwr- NK =r-Novmm ob aolena-baabaabhate maat-harie- hale l:w-l (ovale rylek-melerolam@.or-baals) 
and the Austins of Level 9 for its sheer genius. 


| Xo) oybaX=1aen (Vc toh aks} oyhasto Ml ohia- Mraksum coms) e-halebcoyco W@W auhalent-lmbait=)lnle(-sqker-me-le) 
where he spent many hours playing Colossal Cave Adventure. It was 
June 1978, and he worked for Atari, where he was charged to write a 
jaX=a/ame rb aal=m Koy and aow aUe-bemA0l010M aleyaalomiacel-leler-naak-meceyalsiel(ce 


le hksme (15 e palm at-KomGatcmolt-yic-) a qakepiabalem-Ncolebalom’ sid amd al-mlonscielel.omclalen abate) 
‘o} al=m cole) aqme: lar me haal-mo}amierq-i-sam-baxe MJ ale)/\snatem—r- lol alme)e) (elm haleak-mcoleyaal 
as small graphics. It was the game's major innovation - the idea of 
sqakeyianate mdahgolelesau- Wm al-1ai\ce)d. qe) mien az1-34lomd atlas aak- iter alcvomceyaal-meyi 
VaXOAt(c)alavigomom color neko) ab-waat-t-haiandar-laidalom-leidleyameymudal-mer-baal-meroleliome-l.¢= 
jolt-Kexmn al aquelelaMt-bacr-sar-balemaaloyc-mnaht-iq-tiuhale my oy-ler-mear-hamealcmcshalel(—o 

You (o{o3q =p 4 OL=y a <3 alex-moy im aqKos-1untakek-voler-baa\-smeymdal-monaalce 


le Kom coronber-romaVont(-sahgonc-mole/\sqMcom-bcolehave Mole m colosaatswr-nalomel-rephamagt-l.enatel 
'=¥eKod aloy md al=med at- ha-leit=) e-m- haemo) e)[-e1t-mh alco ¢-evele fabist-10)(-mo) 0)(-161 Kram Male 

fod ab a- Koi tss cea aKeytc-re Mar- 11 laid a-Mol- Fy om Koy aaameym-Saubater- lm halc-llule(-valet-pm- have! 
Ell one baahaal-vomhahvon.s,@e)met-baualole(-m (Os mmacoloynal-idmcolcom'\snd-omerosaamnam-nal 
interview “I even had 15 bytes of RAM left over. There was room to do 
idaha=i-maaloyc-mone-leloyalsm him mat. lo mel avos\-) am conelom-vommolonmia\-\-saal-rom col el= 
Voyd.ahalemoya-1aqiani's-1l Gm me sol-tscmd at-home sat henicoleMemer-llmer-haal-mel-IC-haleshae 
nowadays.” 


humic Kom ahore(-latar-baaleyhalolbrm-halemereyaaye)(->ar-ladal-makaa\-mmolieheabalemdal-menat=ss 
oy m-KoAt=s aude ha=ty do) (sty olr-aiahalem-nalom colenel-tr-lul.c-smnahvomeyal-mer-haa\-mmuaarsat=yal 
had one of the first examples of a videogame “Easter Egg” - a secret 
qokeyaam datum at-Komudalow-1ehdaley acmat-haa\-miaidahhalhal 











Level 9, 1982 


AA aWIESuai\oyd.ahalem-lar-Maat-whabaa-baatcmaqt-balenc-Coigend-) ar-Nalomobliuglelbicoym@a-itcye 
Pavbllahamenh\eroni(-s 4-16 Koh. alacic-monebanalemeyal-moymaul-m lon altel alle) d-t-l.¢-ee a= 

J ol=vah@e akolehacmcye)hiabake mdal—mer-haqk—m-b alo Mc\-1qs auicmcy le salecmeyamcyopaal-idauhalemeyc-iaars 
WaqloyhalolokMam- maell Mevoyahtc-ie-skolamcom- Mm Fatsl@i@)\/ Maat Celauhalomisidau-mer-lisays 
32K of available RAM. 


AVNfoya-ahalemi\ahdals auicmoyco)da\-sa-ymdal-y\ mie) aaal-romM—y1(-1mcm- bale me (-\1ahs\-10 Mr aot 
usable adventure system ina language they dubbed A-Code. It was 
ombl leg: tr-ynnlos(-yqhar-laereyaaheyc-rtsyhalemi->.4 md al-ayaacos com le) (Com =>.4e)- hale maal= 
oh akephat-lmer-baal-Mcm (oler-huleyamecelesalmcomA0l0Mr-lelem->.4u¢-meleb+Al--- have! 
ibaaheltqyaa\-squar-Merbeabauhale mala Vm-y alo tre r-haqk-mcy-ce [bls arama M aloatmer- litre meal—ane 
new version Colossal Adventure. 


| SYalor- 10 EX aed Orolo l=martc-koeaat-Korabnalcmnalot=yol-yalek-sqlemhamaq=t-vahendal-lu @rol(erny-1| 
yao h{-1alavicemi\c-tom ole) acre mm Com-lhaakes-1 mics a) meld alt=) aavosaal—maqhcercom-laneal-manhaatce 
The Nascom, BBC, Spectrum, Commodore 64, Oric, Atari, Lynx, MSX 
and Enterprise all received a version. 


If you didn't own Melbourne House's Classic Adventure, then you'd 
own Level 9’s Colossal Adventure. 


It was later re-released as part of the Jewels of Darkness trilogy 
alongside it’s sequels Adventure Quest and Dungeon Adventure. This 
1986 version was significancy revised to incorporate the latest 
A123 gs3 Lo} qo) Wael @xole (=a abled a-liCon/\(s10 Ko) and al-mhaleliblsslolameym (oler-Lekoyal 

fo pg-y ol abkersw-i (ovale rslol-mdal-me lies ah eleatc-mts> ae 





VAY Ko} g=Mer- h(a Co =».4 0) (0) c= e 


(Ovo) oXs5-7-1 i Or- hi ¢=s-yars) ol cous abn aah. Walbley isa holst) 
Adventure, BBC/Electron, Micro Power, 1983 
Adventure, Apple II, Frontier Computing, 1981 
YAo) 4. eal a Ora babivotere) aay 

Xo] ¢{-146) 49a 3} 5) O74 -AK-\ois ce) avy. \eroy a atsvey it 

The Serf's Tale, Spectrum, Players, 1986 
Analog Adventure, Atari, Analog, 1981 
Pyramid 2000, TRS-80, Radio Shack, 1979 
Adventure, Kaypro II, Quest, 1983 

Adventure, ZX-81, Bug-Byte 1982 








oe es a ee 2 ee ee 
dente Forest. 

hat now? ENTER 
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ee | ee ee ee ee 2 eo i 
the wWebl hl ante derknese., 

ThE re if 8 BUNCH OF KeuUS REre. 
se ee ee | | a a 2 rr 2 
here. 

The ré if am Empty bottle Aere. 
rat now? 














LAat naw? 

Wou're in the Hall of the 
Mountain Kings, & HUD room 
décarated With majestic Statues. 
Se ee — a a oe | 
trophies and the MoUNnted A&®& ade 
OF ELVES and mMansterst, With & 
Carved agranite throne standing 
ae OR a || 2 ee oe 
SboUtT With the tattered remains 
ae ee ee ee = 
Eloormays oan aLL Sides, 
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LEVEL 9 


@hacsyaMt-ley=lita\omdalomshakallall habioleroyaqme M-y'/-) Bo 
soy coms a ahelolaleaaloacmaal-hamdat- lem Dior) opacoma als 
restrictions of British hardware, the Austin 
brother's adventures were equally 

exo} gay ol=]lenale mm r-Ficsygmr- bale my aqt-bacs) audat-Namaasine 
PaWqaX=) gler-hamerelbnalt=sgey-N gece 


At the start of the 1980s, Mike, Pete and Nick Austin were writing 
arcade games and utilities for the Nascom computer in their spare 
1Whaatcm-bakemaqt-b4.¢-iahalemeatcsaqmbamedal-myaqt-llm@-\ekcmoymdal-m-saal-ycephaem aleyaatc 
computer press. They called themselves Level 9 Computing. 


[Mike Austin] I was a big fan of early computer games — both in 

ei ger- Yo (-\-e- bale Moy amd al-Wabe-jalaloyaqv-Mevoyaaheleit-) cma Mal-mcoyol(-'(-] Moy q- Mol me) 
these games was “level 9", and in any case, you can't get any higher 
s(Vehd qo) bia biybalemaqley¢-Moblenle mom Mc alMn aided atcle 


Mike was working for mini-mainframe manufacturer Perkin-Elmer 
at the time, writing system software for the company. After a year or 
oyu aX=mod ak-baker=1e mby eleva. me r-haak-mc1co)a-10mo)amdal-snamal-ia'\(e)d.q@er-li(=16l 
Adventure. He was a huge fan of Dungeons and Dragons at 
1Obabaiccvasyhqimehau-Mmanaq\-my\sal-vaMdal-mer-baal-Mcmabil-\omc-ya-mo)alara-hie-bit-lell-mieye 
jo) bael ak-\s\-mhaW-Mcshate|(-M<} alo) omnal Moyaleloyalm-baleW.Vonc-)elacig-muna-lo Mm abhs 
shqak-eo phat: hakoyale- low alow) ol-y aap qake\-ianiebakelalabaal=\-mbaahaatssasyhalemabhaatst-]0mmhal 

Oh co)! Vad al-var-Nalo ml (olelelsmur-bahe-koyiaanicoyalon 


1s Kama e- Ro re Frou aha =1o pm oLO Nan Y ahd alo) onar-lever-ts1-m vom hahiaaat- lol aihal-met-ley-lel(-meyi 
jab habauhale M10 lol al. e)l-\o-mo) morole(-e-1al aleyaq\-em al-mel-resleK-(omcom\seit-mankme)\sa) 
uch acsKovaMantahe aid atom al=1h emo) im ahismoygoldal=) acme hanyic-\Komr- Wm alble r=] \va-baaleyhalelers 
1bhalel=yar-V.ahale mephic-saldar-Landacm\[-F(evoyaqll at-\omr-Waal=t-lepq-mN Ro), @oy ms av. iy im 

AVA aX=yq=mo)d als) acm al-Komr-ol-\oltsomeyaoleyac-iom-Mmaaleycomaqheanhaat-l@ni(-a:sloyameymdal= 
for-baalomcjb lol al-komeyorolaawator-baqMcm-he)e)ael-Kolam\aidaW@aCeat(-yalavicc)(-lalemmdal= 

PU RUhaMM cc haheorom- Mae llMtc-yessoyamaael-mcomdal-moyalenbat-16 


BALE C=) AY (Moh Co haal at-nic-B-Lerer-t Mom t-Vahi me) md al-Moralesngl-llmcyolbiger-Mevole(-B-10 
FVM hae Com ol-maloyal-cimimyicolb lokam at \c-M el-(-1 ae qalblel gimp ly-B- ha\iantc- hil el-ler- 1b Rcy=) 
ian 'Colb (oll at-\t-M ol-\-yalec-¥ acolo Moyle mom abiameyamdal-mevovaalolele-yeMu Bic 













































targeting. We started off just trying to re-create Adventure as I 
s(Ve-Valu-yomcome)lt-\imiam (Mh) ord.c-lomdangolblelamdal-Mer-baqk-Jmcvolhanate md qX-Belbh4A(-\3 
Nato mdavial.qe/-molcoloy-lolhimat-lom- leet mcom-Melahaicolyimeymidal-Mer-laal-mu-y qm colon 


| roy and aX-mod at-1l(<yale(om-¥ al-r-Lommm MalowaUbliuhamcmoleblumdal-raqhsi-larconwe| 
oC=\1(-1 Co} oy aqk-valmecpiecicosqalr-b cole hale meal \t-lverohaam-nalemedal-yaMmt-1C-) moni-romdal— 
loyg- bale ben al-a/\al 3}5] Om hlot com \aid alm Koy col aM @} 7H iV My ac-valsjloyalce-balem-WAsl0) 
Attouqalol iss au baksitct- lo Moy mblsyhale mcyopaal-moymdalcm-hre-Bit-lolicm-lokiccsalaonae 
halts) qo} q=1t-s acm athe al-Xo Ml ol=1-sqlme Loleibhaql=yahu=vo mmdal=y)mol-verlek-(omcomeryomealoine 

|. aakoyiratarele(-m- bale M=>.4 ol-saGki-m-nalomengcr-Nomadal-yh med) iaaMt-Nalener-lel-mioye 
Nohtcstqhuvhacmes dct-ha lesa mmoyal-maat-landal-aimat-baalsiom@.Ub lahat @volel-mey a Vohi{-) agen dots 
Code, or A-Code for short. 


BAHN) I Mo oh c=ata Kolb Li himen q-r-heclom- MC halegbt-\e(-mer-li(-(o MG MMR dan lolame-Ts 

ro [Yh fe pal=yo Com ol-m-v.aud=yaqKclhime [biked mvom—» ¢-1e1bi<-mm ol-Bii-1 ai mere) gaiel- (eam hale! 

jokey qt-le}(=W-Yor coxst-mecey aq) oli C=) eM! (MU E\-Lo md gt: Ng Coes ¢-)-1-Mcyo) aql-M-1-hahiar-V cer lol 
style games like Nightmare Pork, [and] various versions of Space 

Phang Yo (-yeErciatil-me ra ql-s-mmsloy qal-meoymual-cy-me (ola olblolukval-vome-lidaleveledamaqke dnt 
oval hte} amd al—w f-Lyerey aq Meron al-Bagt-ba.Ccimiccmubahie 


FeV aheaueaat-bah) mold a=) ar- led alos acm- land aX-manaql-pme atom Ko) dots le salmcomenq-r-ltoere| 
[ENakeabr-le(-w-bakemer-baal-mnaiu-sq0)q-1¢-) mdat-Nany\c- Fm oloyar-le)(-mcomaar-nahimeldal-sa 
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the future with the minimum of fuss was truly visionary. 
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created A-Code. 


A-Code source looked a bit like BASIC and created extremely small 
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Welcome to Colossal Adventure, the 
first of the Jewels of Darkness, from 
Level & Compa ting . 
CThas version allows you to use RAN 
SAVE and RAW RESTORE to save a position 
in memory, and OOPS to "'take back" bad 
Ld 
You are standing beside a small brick 
buadldin At the end of A road from the 
north. raver flows south. To the 
morth iS open country and all around is 
dense forest. 

«Shift.2 


[Colossal Adventure] Level 9’s adaptation of Crowther and 


Woods’ classic, and an incredible demonstration of 
programming genius. Their efficient A-Code adventure 
system squeezed the mainframe masterpiece into home 
micros with room to spare for an expanded game. 
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[Snowball] The best of the Silicon Dreams trilogy, and perhaps the 
best 8-bit adventure from the Austins. Play heroine Kim Kimberly in 


this sharply crafted science fiction epic, boasting almost 7000 
locations! 





[The Price of Magik] Following Red Moon, The Price of Magik 


perfected the use of magic lore, and skillfully mastered the balance 


between Dungeons and Dragons, RPG and text adventuring 
elements. 
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[The Archers] The collaboration with Mosaic Publishing led to several 
multi-choice parser titles for Vicky Carne’s company. The Archers 
was by far one of their least successful games commercially, but is 
packed with witty text and clever plot lines. 


eee e 
_ aes REY K af erextite ao oad 2 ph ar 
ground, yet the countryside was almost 
UNnANhAaAbAted and the air Was Strangely 
Silent. The loudest sound was rushing 
Sd  ;  2 | ae ee ee 
gnorth, gnortheast, east, gnorthwest 

and inside through a door. Inorid could 
Se Sone WOOoOdEeNnN Shutters and a door. 

Hhat gnow? 





[Gnome Ranger] With it's razor-sharp humour, Ingrid Bottomlow’'s 
debut game underlined Level 9's reputation as one of the most 
versatile and original text adventure houses in the gnown world. 
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> those crooks hg were telling me about last might? You lead the way an 
p ll Just follow on 
Hhat now? | 
L hovered west and was standing beside the broken sundial which cast a Jagyed 
shadow onto the debris to the north. A bright light shone freon the shed window 
the south of the cenetery, forcing me to return east into the shadows, 
Joe Danby watched ne curiously, 
What now? 5 . 
I went south and was standing beside my own pra Through the darkness, I 
--"4 wake out doe Danhy'’s grave to the north, and to the west I saw the ruins 
* the church tower. 
joe eae entered fron the north. 
iat how 


[Scapeghost] Their last stylish adventure, showcasing some of the 


best 16-bit graphics of the time. Scapeghost is an intricate and 


atmospheric adventure with a haunting storyline of ghostly revenge. 


showed Level 9 struggled with racism and sexism in traditional 
stories and fairy tales, dropping a plan for a game called Island in the 
process. It was quite radical thinking for the mid-80s. 


[Pete] I wanted to get close to 50% male/female lead characters, 
because that seemed fair and more fun. This got a bit exaggerated 
because other authors were sticking with the male-hero archetype 
and so journalists tended to include it. 


Snowball was also a game that courted controversy for its bold claim 
of containing 7000 (yes, 7000) locations. There was a general 
industry preoccupation with location numbers, it always looked 
good on boxes and adverts, but it wasn't necessarily an indication of 
quality - as John Wilson and Zenobi proved with the Behind Closed 
Doors series. We were in the infancy of the industry. 


[Mike] We wanted to give value to buyers, and this was a good rule of 
thumb. There was a bit of a war between adventure game creators at 
the time about the number of rooms, and we wanted to set a number 
that would be very hard to beat! They were genuinely 7000 locations, 
although the descriptions were -— to say the least — rather repetitive. 


During the development of Snowball’s sequel, many unsolicited 
game designs began to land on the doorstep of Level 9, including 
one set in the Bermuda Triangle that the brothers liked, but ran out 
of steam attempting to progress the design. 


[Pete] This was the problem. Lots of people sent us a one-page idea 
for a game, but when we said, “That's really great, but we need it 10x 
bigger, and then we'll pay for the design", almost everyone dropped 
out. Very disappointing because it should only have taken a few 
weeks. 


[Below] Stumped players were 
able to return the enclosed “Fly 
Back With A Clue” envelope to 
receive a free Level 9 hint sheet. 





Kim Kimberley from 
Snowball. One of many Tim 
Nayce artworks that were 
included in early Level 9 
packages. 





[Mike] Most of them were just ideas with no real substance. Creating 
a full game design is a lot of work — comparable to writing a novel. 


One submission that did catch their attention was written by Level 9 
and adventure fan, Sue Gazzard. “I've been known to stay up till 2am. 
I found adventures fired my imagination,” she told Micro Adventurer. 
Level 9 took Sue's idea, and after a little tinkering by Pete, with the 
addition of several new puzzles they were delighted with the result 
and released the game as Lords of Time. 


[Pete] Sue produced a nice game design, which was different from 
my ideas. We were soliciting ideas at the time. She sent a letter with 
the design on paper — printed I think. I got her to extend it, then 
added several more puzzles myself. 


[Mike] We spent quite a long time working with Sue and going 
through iterations. Then we did more work on the puzzles. It was a 
rare occurrence to receive a submission worthy of converting into a 
fully blown commercial release. 


A second design by Sue, called Neptune was deemed too one-paced 
and she moved on, rumoured to have started working for 
Mastertronic, in conjunction with Roy Carnell [formerly of Carnell 
Software]. The planned “epic” game marketed under the Mastervision 
label never materialised and disappointingly Gazzard didn't appear 
on any subsequent game credits. 


Return of Eden was the long-waited sequel to Snowball, and it was in 
exploring this source material that Level 9 showed their versatility 
and began to establish themselves as one of the great adventure 
writers of the 8-bit era. Thomas A Christie in The Spectrum of 


Later versions of the compression system got this down toa 
miniscule 15% of the original size. 


Even with the extra space, the quality of the graphics produced were 
suspect and not up to the visuals seen in multi-part games, or games 
such as Heroes of Kahn from Interceptor Micros who sacrificed the 
number of graphics for a higher quality image. 


[Mike] We had to add graphics because competitors were starting to 
do so. We were trying to create a picture in less storage than is used 
today in the header of an email, so we created the minimum graphics 
that would create the impression we were looking for. 


[Pete] We had a portable programming system, A-Code, but it turned 
out to be very difficult to produce similarly-portable graphics in the 
space available. Digitising artwork didn't work well enough because 
these home computers had too few colours. And fully digital art 
based on polygons was very labour-intensive. 


It was their most productive time. Between 1983 and 1985 they had 
released 12 games, and pushed the boundaries of what A-Code could 
achieve. The structure of the company evolved to meet the growing 
professionalism and demands of the market, including the 
presentation of their product. From the start they'd developed a 
trademark brand of packaging, at first with Ziploc, homegrown 
packages, but changing to include large oversized cardboard boxes 
with line artwork, and then a more industry standard wallet and clam 
case. Later releases featured superb artwork by Godfrey Dowson and 
included many additional items offered to give customers a better 
deal — such as posters and hint sheets. Their cottage industry duties 
of creating everything to do with packaging and fulfilling cassette 





“We had to add graphics because competitors were starting to 
do so. We were trying to create a picture in less storage than is 
used today in the header of an email” 





Adventure remarked “Snowball and its sequel[s] would be the closest 
that [Level 9] would come to replicating the entertaining the complex 
sci-fi environment of Steve Meretzky's legendary Infocom duology, 
Planetfall and Stationfall.” It was worthy praise indeed. 


Return to Eden [featuring Mike's favourite artwork], found hero Kim 
marooned on the deadly paradise of Eden after a dramatic turn of 
events since the end of the first game. It seemed that she'd been 
blamed for the damage caused to the spaceship and was exiled to the 
planet's surface awaiting execution. The game saw the player 
attempting to help Kim escape from the dangerous faun and fauna of 
the planet, as well as it’s deadly robotic population. 


To complete what would become The Silicon Dreams Trilogy, Level 9 
released The Worm in Paradise later in the same year — albeita 
century later in the timeline from the preceding two adventures, and 
thus without Kim Kimberly. 


Snowball retained the tradition of text only adventuring, but with 
Return and Worm, Level 9 had tweaked A-Code to allow the inclusion 
of location graphics for the first time. As with the location count, the 
inclusion of graphics became a commercial pressure, and for most 
adventure writers an unwelcome one. 


The balance between the quality of graphics and depth of text was 
difficult to achieve. Many authors took a multi-part approach to 
fitting graphics alongside a decent sized adventure, but for cassette 
owners it was tiresome and laborious having to load each section. 
The Austin's took a different tack, aiming to keep games to a single 
load. They continued to adapt A-Code, with each game release 
featuring an incremental, but still largely-backwards compatible 
engine, and they managed superhuman compression rates of text. 


duplication was behind them. 


[Mike] Tape copying (first at home, then by outside duplicators) was 
always a pain and a source of customer frustration due to bad tapes. 
We spent a lot of money on getting good quality tapes to combat this. 


1985 had also seen Level 9 take on extra staff and contracted external 
writers to maintain their productivity. Emerald Isle was the first game 
to take advantage of an external freelancer, Shaun Abbott, which left 
the Pete free to work on another seminal title with another new 
member of the team, David Williamson. 


Pete and David's new game, Red Moon was a move towards a hybrid 
adventure, with strong elements of combat and role playing (an 
introduction of a health system or “hit" points), combined with a 
highly developed system of spell-casting (CAST ZAP for example). It 
was another standout title, winning best adventure of the year ina 
slew of magazines including ZZap!64, Amtix, Crash and C&VG. 


With their reputation at its zenith its unsurprising that other 
publishers knocked on the door wanting to make use of their 
technology and creativity with other work. Virgin Games and new 
start up publisher Mosaic, headed by Vicky Carne, contracted Level 9 
to work on several licenced titles. Sue Townsend's hugely popular 
books following teenager Adrian Mole were the subjects of The 
Secret Diary of Adrian Mole Aged 13 1/4 released by Mosaic in 1985 
and The Growing Pains of Adrian Mole by Virgin in 1987. 


Both dispensed with the standard parser-based verb/noun 
experience and opted for multiple choice pathways. 


[Mike] The vision was to have interactive novels, and to aim to appeal 
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It was also a return to adapting someone else's work, as with 
Veen {qs alab igo baemi'senah ale mevoyahe-salqnceyar-Me)c-halomal-ai\m-Relont=1q lemme hacw-lete 
hgo) ahlome-halom-hamepatenler-Lulojamoymeal-mcic-ltcmolmdal-mer-baalscmhalehorjeatmudat-laneatcsng 
least creative project in terms of intellectual property and story 
writing became their most successful with a ramoured 165,000 sales. 
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away our best-ever selling game. We worked very closely with Sue 
Townsend and I understand she was very pleased with the result. 


[Pete] My main memory of Mole was working 20-hour days, because 
the release was brought forward by several weeks to tie in witha 
foynahtnagt-ta.<ciatalemel—-1e 
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left some areas that could have been made better. Perhaps it was an 
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was next, and The Saga of Erik The Viking based upon ex-Monty 
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[Pete] [Erik The Viking] was great and we based other puzzles on 

AVAi chavo mqahtauatcmms'(-maq\-1am 1g atari me) aleloyam-talem U-valmcomdal-m Colaial aaral abate; 
centre for research. The pictures turned out great in my opinion. 
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fantasy worlds of the original trilogies, but dispensed with some of 
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become as powerful as crazed sorcerer Myglar, in order to defeat him 
and recover a powerful crystal. 
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the puzzles before completing the quest was removed. It was one 
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and the 8-bit market, especially cassettes, was all but dead. A new 
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Hewison’s history of Level 9 noted “Level 9 employed the services of 
John Jones-Steele to write for them a new adventure writing system 
for their next generation of adventures.” Steele, a veteran of 
adventure writing was engaged in an attempt to “devise a system 
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[Mike] It wasn't really a new version of A-code as such — just new 
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what we called “racetracks” so NPCs kept doing stuff even while you 
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[Right] Artist Oliver Frey captures 
1d alow Kst-h ecyoyaaloMenk=moy al Mont-ie-bahagolt-baQ=ie 
in this Red Moon inspired cover for 

issue 20 of Crash Magazine. 
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for new products. 
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[Mike] They were able to pay us a large advance — much more than 
(cacy cow Volt-m Come (-1mageyaqmey-llehqlemer-Vaql-s-mmelna-veld hia 


The deal included four titles spread across 8-bit and 16-bit formats, 
including updated versions of three existing Level 9 trilogies. The 
Middle Earth Trilogy was re-released as The Jewels of Darkness, and 
Snowball, Return to Eden and The Worm in Paradise were bundled 
together as Silicon Dreams. Both were given the full Rainbird 
1udcr-heaaXssquem'ahdall (hist) amehti=34<3h4-10 mm o}- Lol .¢-le phate me-batemdalomhalelibescoyamoyar-| 
novella written by Peter McBride. 


[Pete] Peter McBride is a good author. The games were very limited in 
size, so the obvious way to make them more immersive was to 
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As well as the inclusion of a novella the games themselves were all 
revisited with several plot tweaks, more atmospheric text and a host 
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bit versions. 


[Mike] [The new] 16-bit [versions] didn't really make much difference 
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The Austin’s realised that for the 16-bit market they had to reconsider 
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games could be explored. There was also the emergence of a new 
adventure house making huge waves in British waters - Magnetic 
Scrolls. 
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marketing department at Rainbird. KAOS was, it seems just a further 
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Mike and Pete had set out to change the way adventures were 
perceived. With Snowball’s Kim Kimberly they introduced the 

jo) co) e-Lo Coy abesimr- kom coy aat- (=m ha Gat lo/ etm O)comeal-y\a\-1 md alm o) col t-leleyahisi@-lmeyal= 
fo} md aXome(-yqha-wcmuc-Konhuleyat-lm-\ent(-) at-bat -icyar- We ¢-d a=) aon ale) ct-bst- balm @) commey-10 

Kos go}stoiad ah d-\=m oy Neo vmnte- Hatanale monhnaleisliqiam Oy com’ \s- lm olelolucjal-iemoyalmeal-mouh 














32 





and Amiga but ported back to the 8-bit market soon afterwards. 


Jimmy Maher in his KAOS blog wrote “Boy, was it original. While 
Magnetic Scrolls was polishing up a more perfect Zork in the form of 
Guild of Thieves, Level 9 was seemingly trying to blow up just about 
every assumption ever held about the genre with Knight Orc. It all 
added up to the most radical single reimagining of the text adventure 
of the genre's commercial era. Infocom had played with more 
dynamic, responsive story worlds of their own, particularly in their 
first trilogy of mystery games, but never on a scale like this." 


Given more time, and with the right backing from a patient publisher 
Knight Orc promised much, especially the evolving capabilities of the 
KAOS language. Through Rainbird though, the potential would never 
be realised - the relationship broke down when the man behind the 
label, and the driving force behind most of the products left the 
company. 


[Mike] “Everything changed when Tony Rainbird left. He was the 
man, as we saw it, who could get things done.” 


With Rainbird departed, the final planned title for release — Time & 
Magik, was dropped and Level 9’s contract was terminated by mutual 
agreement. 


Without Tony, the Austin’s felt that they had lost a valuable ally 
within the company, but speculation to the actual cause of the split 
was rife. On one side, Telecomsoft claimed unacceptable delays in 
development, and on the other rumour mounted that BT had spent 
more time and effort marketing and promoting the adventures of 
other UK text adventure stablemate — Magnetic Scrolls. 


Now in publishing limbo, their next game in development, Gnome 
Ranger was self-published in 1987. Called the Journal of Ingrid 
Bottomlow it was another departure for the company, this time 
embellishing the small amounts of humour found in their other 
titles, to a game that was a fully blown comedy from the start. 


[Pete] [I was] just mixing it up. I like silly stories too. This started as a 
new take on “Cold Comfort Farm" [a comic novel by English author 
Stella Gibbons]. 


It was a return to the classic packaging of the early days, with a big, 
bold sized box, emblazed with the Level 9 logo and filled with posters. 
Like Knight Orc, it was ported back to a selection of 8-bit computers 
(albeit without graphics on non-disk drive systems), including a 
conversion to the commercially obsolete BBC Micro. Perhaps this 
was the ultimate gesture by the Austin's to provide just how 


[Left] Ingrid Bottomlow, the 
intellectual-but-clumsy 
gnome from Gnome 
Ranger and Ingrid’s Back! 


adaptable and portable A-Code was? 


Ingrid split the press, some loving the humour, others not able to 
grasp the surrealism and the addition of other jokey elements — such 
as prefixing every word beginning “N" with “G", such as GNORTH. 
The Games Machine said “perhaps it's the plot, it is so far out of 
context with reality that it cannot possibly be believed", whereas ACE 
magazine wanted more of the same saying “Gnome Ranger has 
improved on Knight Orc in the puzzle stakes, atmosphere, plot, and 
the characters are more interesting.” 


Having severed their ties with Rainbird, Level 9 secured an exclusive 
distribution deal with a new label called Mandarin. It was the 
brainchild of former Micro Power and Superior Software marketing 
guru Christopher Payne. Mandarin picked up where Rainbird had left 
off and published Time and Magik — the trilogy endlessly delayed 
under the London outfit. 


The original Lords of Time adventure had been sold as being the 
“first in the Lords of Time saga". Those two direct sequels never 
materialised, so Red Moon and Price of Magik were cleverly woven 
together with Lords to form the Time and Magik trilogy. Unlike the 
Silicon Dreams trio, Time and Magik was more a continuation of a 
theme than continuation of a storyline. 


Mandarin were also offered Lancelot, a game based upon the legend 
of King Arthur and another nod to the interest in the abandoned 
Avalon project. Into the game a series of puzzles were engineered 
that linked to a real-life prize. A replica of the Holy Grail was 
produced, made of solid silver, semi-precious stones and plated with 
gold. Chris Payne was keen to boast about the value. “I think we paid 
about £2,500 for it to be made, so with a shop mark-up of 100% we 
felt that we could promote it as being worth £5,000.” he commented 
on his website. 


Around seven months after the game's release, in June 1989, aman 
called John Sweeney, a Systems Analyst with IBM and a lifelong 
Arthurian buff solved the puzzle and collected the prize. Ina 
magazine article he explained how he beat the game, “I have always 
been interested in legend and myth, and [...] this competition gave 
me the chance to combine the two, but towards the end the clues 
were very hard and at times obscure.” 


It transpired that Mandarin was no place for the Gnome, and 
Bottomlow’s second appearance Ingrid’s Back! previewed at the 1988 
PCW Show was self-published worldwide. Ingrid demonstrated that 
Level 9 were beginning to get into their stride with the KAOS version 
of A-Code, ironing out a lot of the bugs that had plagued Lancelot. 
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the runner-up prize at the 1989 Golden Joystick Awards. 


Despite the plaudits, sales of were very disappointing. Reportedly, 
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Level 9's final release (apart from a work-for-hire PC port of 
Cinemaware's It Came from the Desert) was Champion of the RAJ, a 
half-hearted Defender of the Crown-esque RPG published by 
PSS/Mirrorsoft. Magazine reviews were scathing. Their 
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telling. 


The second HUGE game, Billy the Kid for Ocean was reportedly 
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featured Billy in a special about unreleased games. It contained a 
quote by Ocean's Software director, Gary Bracey, regarding the 
game's status: "It was not completed to our satisfaction and it wasn't 
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published by Firebird. 


[Mike] We were flattered by [the Infocom comparison]. We had huge 
respect for [them] — they created great games which we enjoyed 
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Level 9 achieved either. 
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cassette versions of games. Though A-Code was the ultimate 
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DESERT ISLAND DUNGEONS 


As their vessel is consigned to Davy Jones’ locker, the Austin 
brothers, Mike and Pete row to safety upon our desert island with 
only five adventures to pass the time. 
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Darkness. 


I <Gako)'\and at-harcw- mea lcole pam lohan i<~ 
make the rules here. 


Format: Amstrad CPC/Plus (128K) 
Publisher: Poly.Play Software 


Developer: Doomsday Productions 


Release Date: 2017 ‘ a | | eh jf \' —— i \ 
Website: www.doomsdayproductions.org | f \| r \ hg Tt ae S| 


The Classic Adventurer is blasted 
into space with Alberto Riera, 
who, alongside Daniel Castano 
has created Doomsday Lost 
Echoes - asumptuous graphic 
text adventure that extols the 
technical capabilities of the 
Amstrad CPC computer. 









Born in 1980 in Gijon, north of Spain, Alberto Riera’s love of 
computer games and programming started with the Amstrad 
CPC6128 - a machine popular in continental Spain, having been 
successfully exported alongside the ZX Spectrum computer. 


Spain nurtured a strong adventure market with companies like 
Aventuras AD [founded by Andrés Samudio after splitting from 
Dinamic] producing outstanding titles using Gilsoft's The Quill and 
Professional Adventure Writing System [PAWS]. 


Tim Gilberts developed the DAAD for [Aventuras AD], a sort of super- 
PAWS, and they created a few wonderful titles using it: Cozumel, Los 
Templos Sagrados, Chichen Itza, La Aventura Original, Jabato and La 
Aventura Espacial. Not many, but all memorable. Other studios 
published things as well: La Guerra de las Vajillas, Don Quijote, 
Abracadabra and Megacorp were all notable games. 


It was whilst chatting with a good friend, Daniel Castano that the 
idea for Doomsday Lost Echoes [DDLE] emerged. They both wanted 
to get involved in the vibrant retro development scene and agreed 
that a text adventure would be an ideal vehicle. 


We wanted to contribute to the scene with our own little effort and, 
since I have always been in love with text adventures, it seemed the 
obvious choice for us. 


Dani is a particularly kind person, with great talent and a brilliant 
mind. We have known each other for many years, way before we 
decided to develop something, and we use to have long 
conversations about videogames. Funnily enough, I came to know 
him because he is the brother of one of my best friend s girlfriend 
and we were all living in the same city. 


In DDLE you play the part of Mike, a renegade and bounty hunter 
who is offered a huge payday to track down a man called Arnold 
Craft. Craft was last seen over 30 years ago on the space station 
Regus, which for some reason now lies abandoned and aimlessly 
orbiting another planet. The adventure starts as Mike boards his 
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values invested into Doomsday Lost Echoes. 


on the real game. 


When Mike arrives at the Regus it quickly becomes clear that the 
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the sci-fi so great in the 80s: big space ships, crazy monsters, and 
impossibly hard-boiled mercenaries. 
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Ko (<F Alico CoMC- md al-mole-yic-vamelt-haaiiandalcroyaqt-idqunale md at-1an'\¢-L-am al-y) mam olen We asked some veteran adventurers and newcomers to the genre for was released just in case they were needed to correct bugs and things WpaXoliblobbatemdal-mr-le-m-lolohhaloyamoym- lke) ala@-1(-(e1aco) al aal-rel at-abicyaal 
aCcvataccvaquiur-Var-handalowy-laqt-managten 1 aX=)h oma") (= Wed aNossy-Mcyoa'(-) Cot (oy cafe UA Moymd al—iqaMiolenatomeal-mecoyqqvaquaugat-yant like that. We had ideas of how to use them, but we decided that it yale phaX=\-3acrombalcomdal-mabat-lMtc-vasco)ae 
ComauhabklaMdat-w-lohic-yqiaeha-B-ValeMenhi(-Mblmdal-yi quire ley. lel.am Ui muat-Molele tm —yc- a('(oyb (ol ol-Wol-at-ymvomel-wr-Vi-Mdqt-hamcyo) gata mecel.aih'ar-lmdal-e-y ale mm dal-K-y au ce! 
LO baubESIDE- Vint miioyar- Mcp aur-loht(-valaeba-wndaha-l-Monhai-yq-vahm@ove)aleliblsjleyalsmcomdal= sYeqhac-yqMe (oy) \aqm- bale md ql-viae-1blefe(-t-1ulolalcmr-l.d-1qmnalvom-levcvolbialmmtey qal=) RAM was used to add more lore, an easter egg. ed avigl aidal-\aphimmi golem a-\(-r-bY-e-Mer-baql-Mco) mdal-mecoyaqhaqhenghig' maa iw-lerol (ole nler-|| 
cs} Koy qi mor- bal ol-m- Lol abK=a'(<16 Mas st- Colao) al-Moyui=sacm- Moyo lossie-Raner- Lia’ mennnKcyccyane puzzles were made a bit easier, some others more difficult. Vow F) a dal-mecoyaqhaahenqiinia coy ai-i-re ley. lel. am @) Mero) bh a-\-maicolvm-LAiie heel aloyeliomel— 
qkebachUAcow-h alo Mer-bo10cm- Meco} alu c-F1uhalem bkedalmoyam-aic-salecmuat-lalat-hicmoniccyar-l.q-yal More on the Easter Egg later, but with Alberto satisfied, the first Coy VRComi(olen men 'samistsloyamoy md al-meabhalet-mmolenmimdal-ya-w-Naomnaghe)con—raat—yales 
the space station. @r-\qahalemdat-namoy-lt-halercm aces alem o}conic-1om (om ol-moyal-Moymdal-maaloya-Monhasreie lie version of the game was released to the Amstrad community. It 1d at-\ar-Va-Mefoynalem com qat-l.c-mdal-mer-Vaal-Mol-1aCcyan iow lane hiAcme ome) mdat—yaq mm bald gles 
parts of the process. Though DDLE does have some more complex 0) <o)td=\o Koll ol-w- Molo) blo)(-rx-lele(-tomca) co) co m-Nalom-leit-\om-lse-Mmenaal-latana-yaqunalol-) @eyi regard, [...] the adventure has improved [... thanks to the ] members 
AVM akeYo Mad ql-me (<r macoyqqmual-mic-va'mel-lenhavanhalem-halomm-haameit-lomi(-m vole) adal- Jo bVAC=tcyin dal cyi ae base (-ts3 hep alcrom Kom ol-mYo) Atc-\o mal Miu cle faleaieyalir-haem-havel fo f-baakomeK=arc-lCoyoyaal-vahambamdal-mhait-seat-)mr-le(-emshatcie-hah@sict-\ele}-lol.ar-balomudal= royimdal-mexoyaqhaqienaniata 
decision from the start. Otherwise, it would have been very difficult (oro) aX=sqcvahamaat-babalcve sakcsloylbhgtmeymevoyabdblorabate me)eybanloyalsm- haem (-\cj(-1:Mm hae) al-m-y¢-haahe)l-mr- molest 
vok-(ol-helmdal-mevoloK-s foros aate)(-Whalqro md at-lumdal-mer-baal-me(-tsot alel-loM-a'4-) qlicma ge) aa. Bahasa ol-saccoyal PANSMa VC) | - Kom at-b atccrs1 ah ale ms K-\-(ol oy-lol. ana coyaam olt-hti-) asp .Ulel-yacem-balemD)-babi-]| 
There was a lot of discussion about them before they were je) coyako) onal Maun c-id al-) aud at-baMc{-Lore) alo ol-) ecco) ame) coyarolonamnicolo mm hamdal-mi-> au became students of peer games and studied Cozumel, La Aventura 
AY" (2M (-YouKol-YoMvom at-\c-Muauc-1-M-y aXe th ale t-mnameyco(-) a (oMoyac-yar-yojaal-Mbaler-) alenic-mco) shaqyel(-yaat-vaht-re Mm 's!(-weoh (om qlola@ datoy('mhmel-vojel(-mieyeliomanalemolbb+At-mcolek tL y's minor issue, but one that seemed to polarise attitudes. Oy aloptatel pv s-ley-lcoym- bate m \Uk- le pal-1ekomsyon co) | (a Mal - mere ri (ome) my Mal(-a¢-cm a-ha) 
the most veteran adventurers and, at the same time, to produce a roy mi Colo at- vac meal (-Mi'c-Vant-rem Com .¢-1-) oM- | Moy mual-10a- tom (oles lor. 1m-K-m oles-tc3l 0) (-m qQoud=\o bl olatar-vaalephuleleicmoyaolene- haa mioyandal-shar-lohtc-baler-lomoycolene-baabaauhale| 
game appealing to newcomers. It is easy to just finish the adventure, At the end, the testers helped us a lot with this. There were a lot of This was totally intentional. We wanted Mike to have a very 1X=Yod ah able pbl=tomr- bale Mhagye)(-1aqX-yae- loko) also) MobNni-sa-yaltQ!sel-\;o)m oy-0act-) a 
Job hgr-Wovhaaqvoyq-monhaaleyb lim comah ale mdal-M\-rere) ale m-vaXelhqle mm Mal-mdalngemey a(-BEs J o=ro) om Cerjubate md ql-mer-Waql-m-vavemqat-Vanim@mn(-¢-Mrc-it-i cha lehi-yalgeng—y ccm Malik ro [=a'¢ =} (o) of-to - hale Mel (<r. mel-vacroyar-Linn'm-halemi'(-Miichaht-e mad at-mol(-\ic-) com c-t-lmual- ls 
even more convoluted, so there is value in replaying it. In any case, feedback was essential. 1 aXe chow cate enh ake Mm UWE CoM mdqloyblefaht-pm olbimqvolanaquel-yecvoat-hubatemeda\-maqt- thal AM alow acriblie-balmer-baqK-micmciubhabaunaleihianaqhoya-tctyaicom-baleme|bnhcom-hal 
\(-Meo hte alorm\c-Vahmcomaqt-l.(-w-Monhaaleybligr-lohi¢-yaiqunq-mmolbiar-ham-salleyiclel(-meyal=m character. I was never very fond of first-person approach in FYeroroyqahelecsjahaak-sauum qat- lah ale mevoyaay eo) d=) alc) alsvAtc-mbr\-Moym Gy I Koyamcms) ol-\err- I 
I sx =ro) 0) (=e Kom aloyal at-\ic-e-vom aquvlelamanaq(-Mmadal-t-mer- Mie AYs"(cWexoy a q=for(-co Mla atom olblescm- hale) (-Monlom-yeyaqi-Moldql-yau elo) bt-Jabhatem ql-yq-e- hate! FYohc-iquaeha-Mer-naql-\-ym MelovaM@bl <-mdql-Melt-ryle-lmianagerlmal-bag-lnoymecoyaahbatel Yo hh ako) a osm a/.U/Aom ko) ad al-W.Waatcjee-(o MO) 7 A\/ MEN @halemdal-me-ts) .qcroyaatcanisarent 
1d aX =) q-mmn ph at-l|N' gam Mol aX -tel.c-Yo Mda\-Mevole(-w-hcolbhavemelemanaal-\-maqloy¢-Mamd ahi wim alo) a-| ropbimoy matey) dal-ya-M UE mComc-llmicolem dat. lanhwat-hojel-yahiale mm hmdal-y4-mEe-M\-(ecey ale! SPeKsp Koy gam d aN om cot baa mecoel Ke Mes gelst-Mol-y1(-1ko) om cond al-waUaaliag-lombrsbatem aakole(-e4) 
1DY=s1f~1 ko) oh aqX-yqut ol-lef-t ale aWA0N ho - bale mcole).ar-Wic-t-) ar- balou at-lbmcomecoyaahe) (icy joke. Every time I checked there were new bugs, so I decided to go on joy baa) amd al-w-ye)e}coy-VelaMi all @er-mdal-mr-haal-m vole) k-e- bales ND) stom 
sWVahd aid al-mccr-baamceyd.ahalemeyamdal-molce)(-vermelonahalemaal-shajo\-ba-manaq\-ey. Wan ait Vale mora Mm biahel@ imi cWwat-hojoy'mahdamdal-macib lies 
beta was given to a band of trusted testers and the laborious task of RES Cote ha aKosquen Come al-mccr-baamear-Lmcatc-yamonalel-sarcie lola ohacttJehaomdal-mevalephar-|t [It] was actually easy. PAWS for the Amstrad CPC is just a compiler 
Jolekemubenatemel-ter-tae [...] We decided to leave a few kilobytes of free RAM when the [game] svakcsoyaur-W ale M10 qlotcmioyadal-Mer-baalomyic-tom aak-Whale-bnal-lomiiandalaqhh ake) aol a¥-Vale (<tc 1d q¥- Nae abba tow OF od HO Cope mal-t-lo i CoMeoyatalesbic-micelbia-vaqiblt-iccyacell e\-w- al 
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y-Wac-yauoletolanale mbaivom- mie) ala@-](-101dleyamc{on 4-1-3 4M bhaleqelelblei-romcome)t-\er-li=) 
idalowaUaaksieg-loma-legomeroyaahaalbbabia’dind al-m1ve) aim el-lepbakcmy\ahdalt-Mc\-) @(-tsMe) i 
neat cutscene images that set the backdrop for Mike's 

joy ccrebKot-baal=yah@r- bale Manic oleh aal-aim cond al-my(-1e1blsea Op aler-meyalmeal= 
spaceship, he discovers an infected crewmate had brought 

FVeloy- hae m-Mol=t- lol hiaarah abicmcy-salehhaQemda\=w o}-b\-m halo mel at- (eo): Ml at- laced at- lols) 
Jatckow- hae g-leitsro md alow-1uc=yaheleyamoyms\-a'(-)¢-1 me) e)eloyaabnalow-l b=) qalspe- hae m\VBH.¢=) 
cs} oX=y alo ksmd alow lohicqsalaonaomc(ecolehabavemdal-mcie-Lekolam-luc=saay olanatem Col a-1100) 4-) 
joke) /\issqur- bake MY \c-lobbavemadahcobleslalmdal-malolage) eMo)mel=r-Vomend=a)\maal=yaalel= as) 
Ko mexey aah eo) (10cm ab ism aanists3\o) ae 


AM abgoyblesaloleuadal-y¢-m-ba-malolelmcoma-lecome(-haauhalembaat-Whalumdal-waaakiue-(ol| 
Wako mlor-Volsmoymolejoe-nalomaltgameibliqund-mc-1K-sq-sqker-pmhaleliblonpatemiULo)al.d-a74 
Island, The Creature from the Black Lagoon, Star Wars, SpaceWar, 
Waloms oh acre hKeit-lolhiaaUal=salsmm arcss ata coler-luleyalat-lo- me pe-leankenr- lil 
Jo=y-LOLGRMOLUNVmobe- hi \sabmol=ie-bi(-\om-hale mb hol-idelatmero) (olbba-\o my Nanabaal-\cmZolb Mel 
loX=maabisie-V.q-squekoy aye) t-yiahalem- Wm -\1(-1mcmey au iUk- lop al-jekomsves go) li-mow Mond (-mad als) 
(ong hol abletsw-hacmdat- Lae (olole mw aWaloldal-y are leld(-mcolecolami-mdal-melat-bale(-mnal 
1(=p.4 mere) (olbhancomaat-icolamdal-Moi(-1c-1l mcoyalow-balom ahbl-meymudal-montsjolt-ai(-1el 
image. The text is lush, very descriptive, and the PAWS-powered 
j ok basi) a al-kowl ol=1=9 ale qak- Lo lom-\ow co) cephiahale m- low ololcs-sle](-mehantsmaalsvalolatar-bave! 
intuitive, and recognises a wide range of verbs, nouns (even US- 
| hao | UES} ales) ol=]lbhaXe fs) e- hae McX-) ahe=) aero esi e ab lelb bate 


sil a\=sq-mc aKomns co) alek=sae(=at¢=1(o) o}aal=y ahem colo) arom (oyale mu Droleyast-yel-hial hes1 5 

j wo] gol =a owe; Wahble(=|hiar-baaloyharolorm-balemudaleyceyeces alatmey)ceyicsstskopat-lmer-baaln 
hukswepahejeyhalemcomolt-hiam-balemepat(-\-migolbm-hamlol-t-Moym\sat-handal-mstaoyne 
adventure market in Europe could have achieved with access to 
ohES) oh @hig=msito) c-\el=m-bo- mie hale l-Nqomhalatolaal=ce 
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sah day 2/- WA meore) oy (=16 Royale hem @) 7AM (ol-Vol-lomacoyqamdal-Meongi'(-W.Wmdal-salmicele! 
(Nah Col ala CoMohahi¢-moe- hale Morey qqhoyi(-Meh'meroyoyiahale ma al-mer-Vaqi-Mevole(-mual-1¢-B- hale! 

rer Vlthale md al-meveyaquoyI{-1 an ahuaMdal-Moyce)el-yamer-Ve-Naq\-10-s e-em O) Mero] Pha\- ma elU mir Nals 
Vom} ol-\-ro md qhiahe tomb lo ol-ver- NUL -Mevoyaqyeylunale mer-vaMel—mii-va'm-lloy!mE-vom lah: 

FINE Meme folore xo mmaler q-r-Ky-md al-M—> croup hu loyamjel-(-16 Mhamdal-m-yaqivle-voya@-lmaahelel al 
Tai fob Mer- Va bam Malte liCon/ cm vomevoyaaheyl(om-Valemccrimdal-Mer-baql-mnqm@-Maqt-lat-) me) 
yoyero} alo k-Moy mag hn aheiccce 


The code was written using SciTE text editor, in Windows, and it is 
fetoyqahelK-1c-lhimae ll oymexoyaahaat=yaie-w-hakem-Vabalole-lu loyal my aCeiael- lini mela he-lbaalenie 
4OOKB. Luckily, the compiler ignores all this and just Keeps the real 
foros qahqat-valol-mmoy-ynalem-le](-mcomecoraahaal—iqimdal-Mocolenc-laqm-Kwmaqielelal-Tw 
wanted was a blessing. 


The CP/M version of PAWS builds games from text database files and 
(chkohatmat-aiccw-bahtaey(orabha-met-ley-leylohara-lar-1 lem Mal-mO¥a74i/ Vaal a1 ie] ge oe le 
oC=a1(=1 Co) ol=toml opi a hag mesilel-saccw-nalomene-\-saatom(-r-hatel (=m haM hobo] @-likeyitc-re meats 
You d={=3 4 COM ol =m} 0) nher- hale m Koy ay o}Kouabh dtm com ol-Monk-jole-his-1e mbamdal-mbhejel=s4 
section. 


[The PAWS [...] native graphics patch allow[ed us] to use pixel art that 
Ke d=t-Vo a coyag id a\-wiCo)ejoyimiam q-\-lmubaal-MEcy- habale mop c-vouloybn-maqt-yaqie) atau. late m 

yh qVor= We hae K- B1e- alo l-h com G1 7A Um oy colene-VaqMmtcolb mer-Vamallinda\-B:\-\ore) alo mag .Wiul 

oy- al at- Kato) bint 'ak-} qa Mah tcmaql-r- bated al-Lmicoleh mecole(-Mer- hall ol-m- twos lem-L- oa .@om 
hakel hook ale Meng-Vo) qhker-pmolphar-loht(-1qhaha-Mi-e-lhqales-1my 4010) .@> mmo PniC-m- ma qkoyaniccya 
for the CPC. 


huni icc howe haksjoyhacromohiar-bakeldal-)avauaal-jee-lomer-baqi-morsyhalemdalomst-baal-mucrel abate) loleata 
called NHeredia, and techniques developed by Miguel Sky of ESP 
SYo}nums Olshalem-halr-lekebualoyar-l Mm ol-1e\-mosmovolel-mr-halom-Naat=salonaqt-sahecmcom dale 

Coter- haley amer-1e-lel-Ksi-ym o) Lora bha=\smevo) bike md al=1aMol-ma-t-lomucoyaamnll-\molamdal= 
required attached disk drive. 


a al- oy- ly (ome (-t- Amy haqyel(-M- hale ejb bau-mel(-.'(-) omni (o)b.<-1-) omdal-Moybc-lm-Hamnamdal— 
1 Ko) oj ontm- Wale m-VaM-yqaler-lolol-remer-hr-ler-Ly-m ham’ al-mevolel—mdat-lar-ltelett-Wt cere 
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hae hia ale Vanda motetel(-\sMoyme(-1¢- Nem M al-icoecw-licvom- mie leld(= 

ol at bake (-Mo}msxoyalmece)co)bn auhaM-t-\ol aM coler-huleyamcomaat-lcelalmeal= 
oh i{=3 ¢-1l ib aak- le (om ey-Ni(s1ac-me-Nelonhalem-Mcyaat-liemelbhaniarier-l| 

vob lela moyme brags 


[Cofer-\uloyaMy'aidale-Wel-aaleblt-Varen eye) qkomm's!Aav-vaMdal-molt-\ti-) au qalentc--Mmico)b myer. ha) 
idaX-mot-\e-le}-Fy-w-valo md al-mal-y)mene-holavlomt-mlel-lel-lomonha-vendnimngicomdal-mialel-re) 
memory. 


It integrates with the parser really well. Iam not aware of commercial 
for-Nqat=t-M Uy hate me hel oy. lol quhamdal-Mol-\ig-Mmdatelblesabmagt-hidel-Mol-vet-Leky-m ale) elolehts 
s/Vechauccyo MComel-\ig-](ojomcoy ment} qaqt-lelqbnal-Meyalh@m@samdal-Moldal-yqlat-balem 
Flhd alo bhesamel-yi(<lloyol-1¢-mevojbl(oMat-Aic-m-\ele(-lo-lolobiuloyal-lmecoyal(-yah@-lmi'-ellen 
dat ian 'Colb Colm at-\tc-m avo al ol-\-1a me i-r-Fo} lo] (-Bagoyagmual-mevoyqahaal-ycevt-1m cloyhalmoymisley A 
thaler-mifole mio) eltoM ol-meipigubalemioybiarcy-l(-\-mey'maqlorg-muat-laMqt-limey'matels 

fo (=\1(-) Coy oyhate m Koy mor .@ 50 qat-lel abi q\-t: MR @yaMco) ome) muat-lamolen mer-Vaql-Mbly-t-e- matey ate 
it Walel-W ae Mc MoM ilojojontmont:].a-halem-lbqalos-iqeatelocelontaat-\o me) a\-moymd aloli—m 

oy qat-idquiahemudat-\mnn'olellomal-yi¢-meqehmmdalcMcr- liom oar a arn ad aleve hamcvenaahagt-Tat aunt 
would have been possible, but a suicide. 


LO fs hate mid atom or-icodaM\c-Km colt hontai aciac-Nlep alma coyar\r- haem olehqinar-lolel-.om-hal 
ohic=idalar-Lom-balemabbaual-saexoyagyo)bler-luleyalmcokenc-r-luhalem-halemeceyaaneyiunate| 
fof-baaXcssmm hae bKobaMme(-1¢-) avaUlol-yamr-nalom Dy-babt-]M/\\dalom-ie-baucre mera-r-luhale mB) DJ Maks 
rhaXonq=tohlo)(-molOh amb aat-le (1M br-sh ale ms 1 Ota of-F:\-10 mcolol ice 


1DE-Wah Ml ak-VomCoje-lmad-\-rolo)qqmesq--Langlemdal-Maat-hi-yal-l em movalatmolcoyialok-vomahbaal 
s(Yand ald al-Meo (Yor ghojuloyat-meoy mu al-Mloler-lulonal-w-balemedql-muaiomc-ler-hecnhale| 
¢=syolubhuKoyaMe- Vale Meco) (ob am oy-1K-14¢-Me e (-m (ole) @er-Vq-Meymdal-Ba-j aw Ulmdal—) 
graphics were made in Photoshop, and as far as I know the process 
it hatcrom ohtmone hahalemeat-yqqmlaMolt-\el.q@r-lavomi'dauit-mm Mal-yaldal-Me}-Lilemee) (olen) 
Nica como l=yahalqco mh ake Manat-Li\mdal-mor-Lat-veqtw-Valomonidal-yatatem-Yolol-lomehimal- halen 
The colours are assigned by the CPC in real time, so we had to play 
s/Yandald al-yqaMbamcyoyaql-Meoy md al-Mloler-Laley qty 


si at=m-loylbhgim Combry-moynegal-ye)el-\omepe-holabkersm io) a@-\1(-1 aia (oler-helelalar- lw hes 

fo) ohtaKolbrsm ol-sal=sshqpeame per luhq)amm Mal-mhaat-le (1m br\-10m hale DDIM -M-ba-mehel=s delays 
drawn, have a lovely use of the CPC pallette and are very, very 
(o(=1e- bi (to mmslome(=1e- bi (ro mnhaWr- Korma at- lund aX-aial at-hic-m ol-{-sambr{-10 mm com-Lelomcomdal= 
jo) highale m=». ol-saK-3qlex-m oy cenialonbale miat-1br-lmelibl-1sm como) e)[-\eie-m-balemelbyal= 
elements. 


A (Md avhal mdat-\adal-Mene-lolaulerw-Volom-Mlomcomdal-w-Volic-yqiabla-w-lalemellol-(- 

fo) ok{-vai ela loy am cw. Leqabe-l(\mal-ver-t tt aim Com-ce) Aico) qal-Moy md atom olby 44 (-t aM Malis 
also tell a story on their own. We had very limited RAM available so 
we wanted to use all the resources at hand to create the proper 

Nua qkoy-j ol al=ya-m- hale M-yqhalelaMmaal-mi'dqlol(-M-» qel-yal-yqler-e- Kw aahe lol ale fom eles lel i =m 


At various junctures within the story, there are a range of cutscenes 
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I have always preferred adventures with graphics. I think that they 
for bala-r- lint mevey ahuglolbhc-w- Mmlojmcomdal-mdalell-m-p.qel-yal-yaler-m-lalom Mmel-lbC-a-mdat-ue 
fo) bh ate r-VqqX- Maw alo» cox-) ole) a mm hun lw Moly ecroyal- lm oy c-yi-iq-y alex-mmdqholbledaMmaat-Vantg 
| o=to) 0 (Mel aYolory-mcomolt-yime-rderoyalnia-loht(-yaigunc-tw-naleomdat-lm moves qahel(ciccl nrg 
fine as well. 
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DDLE visuals means it does stack up against many 16-bit titles. It 
gives a glimpse at what a disk-enabled version of PAWS could have 
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Britain, and we are left wondering what UK writers and developers 
could have achieved with such a system. It is a shame the market 
never saw a general release of the equivalent engineered for Delta 4, 
the System Without a Name [SWAN]. 


The closest thing that exists is the DAAD for Amiga, Atari and PC. 
Some fantastic games were written with it from Aventuras AD I was 
qatcy aha loyabhale Mol-1ie)¢-m 


The Disenador de Aventuras AD or DAAD [an acronym of AD 
PNXohi(-sahaun com Di-tcshepalcid Miko) ars) ale) aum’\c-Kom-Nale-lohte-haler-1oMati-y acs lo) ame) ill 72N'i/hs) 
developed by Tim Gilberts specifically for Aventuras AD. It was a tool 
datchan/ie-tmeyal\iar-aiccuie-le](-meveyqanaqk=sqenk-lUhiasnales)o\-beammolonar-lar-M able lamevoie 


It didn't handle 128K games as well as PAWS, so the resultant DDLE 
game code ruled out its use. It was also clear early on in 
oC=aicclKoyohaqK=yaland ar-lur-luccsqaheluhalemvomesd-r-lcomdal-mer-baa\cmco) mdal-mey J, @auaakied-lo| 
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[...] It was clear that it would not fit. Just for you to know, when the 
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compared with most 8-bit text adventures. We wanted to create a 
game that was playable by everybody. Therefore, there was a lot of 
idqbial.ahatem-lolelbhumlateyi'mcomor-Vey-Mual-Mecoyqangat-Valel mu hmicelym Cen -yandal—) 
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saved precious RAM. With more RAM we would have had space to 
shaqyel(cyaatqyaha@r- Mel-1aC-yasbahic-}qicol atmos alm 'sndal-Coiabt-lm@oyleabiq-\-meo)mudal-me)e) (1610: 
and maybe extend some other elements, like the cut-scenes, or even 
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Then there's the Easter Eggs. These seem to have been very 
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game is running only 300 bytes of RAM are still free. 
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development in any way. 


It would have been great if it had allowed us to use more complex 
rexolo l= Koy =» ¢- 4410) (<M (ole) ol. hale eo) coyel-1 mecoy aretha loyat- (em Mam Molokai ian Kw \iqh- lenis 
is. Maybe I should have been cleverer when using it! 
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parser. 
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they were using it and the answers given to them. Everything is 
Mic Wit Le]K-m come (oy) 'salloy-Vom-halemdal-y4-B iw. mad-\-Lehg-Meo) mbalioBbamdal-1\-Ke) (ol 

fo Fofeabhaq\-y quem o[-1- fo l-\-md atc humm mer-bameyalhim@md-vereyaqhaat=yqlemcomat-ai(-miol bbe 
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(o [To hKer-ht-fo ota ame lovamaaat-V.<-miolenmer-Haqt-m-vaulaleit-lintmloyale(-vandat-val 
saKqrer-ttt- 1 aim valem-hicoylom-lm-1| Meces-1¢-Medal-+-yoMe(-r-huak-e-lalemaabac-Lahale! 

ThUbE Valo ah-wm meloyamanc-r- lini mbbatel—yqcit-valom-(oAtC-yahabid- wa iiialoig-Mtcole mer hal 

ible lol-valaimonl-Miisidalosbim- bahia abate Moym-(ohtslor-Mroy midalet\-maat-la-Va-1mall(-vom aida) 
shaaholos-toylo)K-molbh4A(-t-me mdaial @idal-im\(omqvoleliomuatmcon (-1-\i-w-llmadat-ualel—iqinalen 


Playing DDLE it's easy to forget that it has been created by a team 
VdqKomeKosquan at-hiccm es ale /thJalr-le-Mahasialr-balesbr-le(-mmM al-mcc> aunt \sahaccramcen| 
exo) akssksi Cs ah Koalé-] md ahaoloresalelehemy\sidaMer-Nc-l\ia-ham—secolauhamene-naqhaat-n ae) a 
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Pee ake \ cw el-c-va ahah ale miaMOl @icoy a aalorg-Meat-vaM-ylesalant—-Vecmaleyi'a-halem m- baal 
otonahiechandatmraghubatem-halem:)ol-r-loahqlem bam -taleittiqumslellam-taleltkjam@imalolmaqnts 
qakold qX-yam coy ales el-w-nalemm-lidatelblelamdal-mer-Vaqt-Mi'c-KomUbatel—yqcie-lalor-lo)(- mm mille 
that the language was very stiff and not natural. Therefore, three 
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The main Easter Egg has not been found, but this is not a surprise, I 
scone CoM aera of-H-lol(-McomanaloMimaahicy-li mbm Mob loha Mma cavoy'm-lololbimiam Mer-tamenhiz— 
iol Wabhahemedate)eletaumd Mal—miale (Tomi tdal-y qm Wide qlololubate maak ave f-mh 
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But, as mentioned before, the actual Easter Egg is only one of a few 
external references that appear in the game. It's obvious that the 
developers love the Amstrad, and the CPC makes plenty of 
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voyalmdalcw-ley-halekopal-1om-jer-\a-m-i¢-1eko}ae 


Zev aha bhe- wha Mmeal-Wabnuenc-Malebaat-laviqrmn'all@c-rlety-mdat- la idal-w@Vaatiue- lol mime al— 
foxoy aah elenc-y mo) med aKoylet-m com hal-ic- ll haW- My o)-(e-e-jr-Luloyaciac-Valel-rombaldal= 

gab (oCol(-Moymatoy'\dal-yq-mmcy-bagloeltNdh' mum ig imo)deyianalem.Mer-t-went-balam Mal-yiaay'ell| 

| ol <W-1 sod ah aly (o(-y amd aloyeled aba ol-ver-Lehy-mdal-yiar- Haj ab (-llel—om-nale ml ate Ng-) 

fot=} ahd Koy ah (or: ole) au-Mm ate le (-Meroy ah al-lel voy ew ¢-Malelmcvom c-lnt-le)(-m bam» quaciaql= 
environments. 
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vate Wad acwsnahe=y @al-1qsie) aun gate DI-1) osAComd al -moroyaqholaler-uucromarahanonky.q@-yqanelt-huleyal 
required, the website has a comprehensive and easy to follow setup 
fopbuloKowmr-balemr-ltsvom qlo:iece- bam hale colons leiuleyam com io. am-lont(-sahaencomer- baal Ko) e 
1dako\-monqur-baquler-banytahdaMdat-me(-)qhasmu harcy-1-)aqlsmcomat-hic-mal=1ho\-1o mdal=mer-haal= 
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website, although there are quite a few other mirrors here and there. 
The physical edition is actually selling very well too, as far as I know. 
Moreover, many people have written e-mails telling us that the 
EYoMc-yaiaeba-MEMi-y ata—y alone le) K—me-vale md aQ-yeomal-at(-Mel—\-yaWaat-hahiar-Vaulel(—-w- lolol bie 
Hae hala (o)e-Moyim-los-w-Valomqat-ler-yAhq\-t- Mu Qe Rw (cy ata -yqlecoveng-lephalem-Nale Mm U-R-Na— 
extremely grateful to all the players and supporters. 
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graphics were made with these screens in mind, same as in the old 
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Amstrad back in the days. 
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out] as well as work on a user manual and other ‘feelies’ included. It 
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Will we ever see Mike make a return, perhaps with one of the other 
characters in the Doomsday after his escape from the Regus? 
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Doomsday, so we are not even sure about the feasibility of the 
project. Well, let's be honest, we suspect that we won't be able to 
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physical edition would had never been a reality - and the same is true 


finish it at all! We have worked quite a lot, but what we did is just the 
Luho Moy imd qal-mler-jol-y comm ha mdavicwal-\)'mer-Nqal-m M- haa ler-WhaMme(oyhatemual-mevolenhate 
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I must say, however, that we would love to make Doomsday II in the iD. E S E Pak | S L nN N iD. iD. | N ¢ E e) N S 
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surface of a planet... 
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escape from Kepler 452b, Doomsday Lost Echoes coder Alberto Riera 
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some of the games from Aventuras AD, and, as muchas I 
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graphics were better, the parser more tolerant and the texts 
far more detailed. 


Md abnal al mi \co)blte mel alolori-m h-W.hi(-)atabic- mOvaleriat-l mes} e)- likey 
Cozumel, Los Templos Sagrados and Chichen Itza. 
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year to finish them. 
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entranced by its intelligent, autonomous characters, 
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February 1980 I read a newspaper article. in the Australian Financial 
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program, as well as being designed to be reusable, was engineered to 
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compiled for it. It was a game “engine” 20 years before the phrase 
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it seemed that adventure engineers were ahead of their time with 

ib Keladabeal.ehaler 





AYZex coy qh. Moh lol alow ¢-t\-r-heolaW-Halemon(obamal(ole).a-\adal-Kevole(-Maamje lel amd al- 
Wa gole r-Valer-Mo) mi Covendal Git Ky (om (oki) alavig-mic- Lad al-movalhar-Loniccvalabiq-w ms @aen 
fo} oy a at-Yomolt-\ic-lo mm (oMoldal-var-Voat(-1ahubiq-Mer-haal-\Mer-laal- maakt (ham bale moni 
oxo] bh ey-MdaK-mhait-yeal-1anc-Lyqammr-golb bate madal-yqmcomc-llmqal-moym-hah' mold a\-y e-em lm ol bis 
ole (id al-yandal-Montd-ye-llmol-wylenaMmioyar-Mer-Vaqt-méat-lmn ejb l(oma-vaqkoy'(-mdal-m alos ate 
LEWavebE-Vo(-muhqahhe-hukoyalmi\sidalhaW Mevo}bie)(-Moymalelbic-moyamaqh'mune1mer-himeoyameal-) 
job. 


Wi tam = (oe) o}iabbait—sge)c-1t-sqreceyale-halqremdaa-i-mer-he-lel-biom-le}-10 Kors loyaly 
[CoXer- hu Ko) atspme) o} [=1o1 ter hale mel at- ba- leit) aces Maomah cian) C-Foesjeg- ble faleakeyalc-t come.) 
[oxo] I (foi ako} qo} mer-baaX=m (oler-haleyalspuhabio) aaat-Lekosamolami\sablel amen d-vorsloyalsmdal= 
Joe hicop aor balm t-¥.¢ om ge) aam=r- (or abar- bale m com's qh lol almcjeley<{-10)6\-sanmcoler-lelosamudal= 
fof-Waakomd al=yaleaakeyi{-1-m Comm Oh (<1 gale (-s-Man (<1 com-ekeK=(6 Memb abl (-1md at-Lmexolellomel= 
he) o)hk=romd at-Lan at-Kom con ol-maal-ialel-sceyc-mdalomol (Kids) ecole llomaqvoh(-mmbaMdalomol-r1t 
1u¢-Lo bh GKo}qMoym-lohic-salabndctceer- We c-Halolovaal tare tssaksse-lt-lom->. akan abl (cm\r-bs 
rhqahe)(=yaqX=squcsromm-balembl\-(omcomol-sax-eialolam hal Mal-walo)e)elim\sidamdal-mesa-t-huleyal 
fo} md aKom\/bijatay \UKelonahe-NhalsMmaycomeroy ah al-reit-remaaheluahel(-mleler-laloyamaat-VAcie 

si al~e) oe) [-rerecmor-1e-ley-\omulcc kms haabl(-W emeyh aay ol(-me) eo) (-1e1ecmereei (ell el-maat-lolomaake)d~ 
‘exoy aay o](=>alohimdalom-Lolehhekoyamoymed al-be-leit-sal1akerean'!(-3 le fal ums A-mmo) ol- Ceri gtar-balel 
s/VdaXzid al=y aud al-yymeceyel(omr-\oimr-lom- Mm ble saumelbsce-me) ar-l-e- mee) ale-whal-)ar-balematelcel 
fo) dal) mele) (-eiece 


The magic of The Hobbit lies in Megle Kyo} amoymi\sak-land alomer-baalons 
(ol at be- Coit =s esmore) bl cell ol-rore)aal-mm hme al-mep cole hale bleya-r-l.ahatepe-balem aakey<it 

Ko pauhnler-Wahmel-atcclrojohaqt-salapaakeyaal-sah@baum Mal-ma(o)ejeliome-lahalemeal-muaahaateleyi(= 
Wako orckctsthicom a aKovansit=} Mo) Ma lOA(-lalacigem-halemat-havenhalemeal-saameak-m-loylnatmce 
pq sroubaComcio1osaanbake iat mnalecllale(-sqanar-nalomnalen-yel-sqlol-saialel-sar-hiakolonacmeUK-el(=3¢ 
gave them life. 


[Veronika] The characters in Adventure bored me. They were so static 
Wale Muha quit-yo mm Met-haa\-Mbl om aidam@-Hamhaaye)(-yqal-yalr-Luloyameat-lanaqt-lel-By-yqhy-m ce) 

sq al—wmn Me [Uh Col dui me btreroni(-iq—romadal-lmeroyaqleyhabnatem\-\i(—1¢-l@-jhaahel(mbatatenie-laleyats) 
for- Wa or: NO Ry-md al-Mont(-ye-1l Me yie1C-3 ga comp dabloyim@e |b bAt-mevoyaqhe)(-yalel-lat-\ialelpiam-nale 
I loved that. 


ie Kayaphaayeoltcsaatcyahe-1ekolamet-ht(oM-r- lol aol at. ¢-Keit=) ar {= me) m- Los loyalcmudat-lundalsyys 
“may” perform, a sequence in which they were generally performed 
Nake mr- Weuasre|ek=sqkeni mesa a=) 0\-1010 co) ana Mal-m-leielosalcm\c-sa-mbamdalsmaat-Hhammebe-hiiaal 
iu coyaamd alsmereyaahaqt- bale tcmdar-land alow ol(-hi(-) @exolUllomeko Mm aalentc-saal-sqleme)e)(-re1t 
qatchahhoedt-lakosam-balemudal-m-loylehqimcomalesaimi\sieameldal=)qrerat-be-leit-) cma ter-bhae 
Moh'(<sa alo l=\-Min cos @om- Le (o (-10 MYO Mel at- ¢-Ko1t-3a:meve) bl (om el-me-bileyc-romcomat- hice 
individual characteristics — and given a sense of personality. 


AVes Coy able hapbanicolaic-toMeibhic-W-Meyimeymugt-l@-baleM-yacoyamhahiar-lintmda\-\iaaiic-i4-) 
LIE Mb had(-Mvolomablelamoyam-leleng-ttslolame-vale mimic. tm colomecoyqahaqveya meen i(-10,¢ 
jhaucow-Mlolet-luloyam-ValeMelt-yevon'c-1 au gales: me) mual-M\\ | Otc lig-r-lehimel-1-Vom-Valemaat—yal 
1d aK-we dt) Com lae- Lod. mdal-molt-hi¢-y ame ol 0i ae mcoval—omdal-vaqmele)('sam-meyhum-lalemal.c-ro 
the result. 


Be CollEse-halo melo) olbbakcmiic-Nalel-sq-rom-haolebalemic-Baluhalemcom .qllm-a-ravasauhales 

aNd ah} day- koe Lexere) aqy ol ulex-tMoyml ssi lolomiti-a-maake)ya-me cele le)i-1:\o)aal-mm Maley anal 

OF <<sakj abl=lkem Ko) a-y¢-baahol(-mmcosae (so mcomcelicoy\mdal-molt-aic-) ar-balemiiahdarelont 
interaction became disinterested in the quest. Veronika pondered on 
dalom oles cro mm D\i\c-bamcmdalolblelahecwe-baleme-l.ahatemal-)ahatsjolnc-lalojamacoyaqmKe)l.al-3aKs 
JoXofo) a haaye)(=saqK=yahccrem-baue-(einleyamdat-lauat- tom el-ere)aak—m-M (re (-aler-Naymaat—saaley ays 
fo} md alcmer-baa\cmm i ahdaleatold qhhavem ol-1ac-)qicomekonm Maloyahabme)(-t-m alhaaMm olbllomsht 
(Koy i\aale- bale mcic-bageyhalephalem-lelelehmerelien 


[Veronika] Yes, I did write the now classic phrase. [...] I hereby 
FY ole) Cole nt y-micoy al ate) 'maa-lo lb (-yqidhtmat-m-r-hlomdat- lume) alo) amel ql-he-\eic-ar-leisloya mite 
you see. 


| halndaX=m olele) quay il elo q-ye |bnha=romd alow-Fstcpkcj¢-h aler-mey ml abisw-\ererey aay e)ulerctom-lueaat- hana 
jLesaXeuabnq-sspur-halomcom-litoyi\mdal-molt-hig-sancome- hem halcol \l 1 @1-m- lel ako) alm i/ pacer aX=1il 
qakolenbal=rom hale iukJamcompateliolelcm-mcy.0 au MOMerolaqhaat-bale mm helol-cer-haqt-m- mall. 
puzzle element, and NPCs could be asked to perform tasks or 
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phate l=yar-.comevoyqanaat-balolsmopamdal=ihamolt-hig-s ecm ol-sat- 10mm Rani ic-lc} a mene r-Ne-Balucicrel 
1daXoyblesabmr- hale MN il a@r-movac-) ale q-sabl\-10 mcomolomitsat- han it-ecvekere(s1(s10m 

IUK=) lolol bhaalom sKeletyomeholelel-romdahi-woU\ GH UM W.Uin Gm halomdal-medal-ne-Qeitcsa 
hald=ye-Ko1aloyatswaW\ Sei ¥.VGn MLO}N bal alomnhat-lmciee).¢-mosme (=) anhbtsmer-baalow- Fs 
1MAafo i (sare Wako MU bncel alll @acr-lebyoro me ak-Laroarccsatadabhalemhamdalomer-haqt-myic-BAUcie mKeya 

1d atom olt-hic=) mcomatgel-m hal mevolaahaat-bakemm’s\Aat-humdal-aiapaX=(-1eK=1o Ma \\¢-Foe- Mau 'e- hi ake) and al= 
AV) alo Ma Koo) ol=) g-1mo} aus heMe)/\sqber- bale ms Koy and al-mosat-he-leit-sasmcomerosalanalei-mce 
aaXoyt(om- bake maat-¥.¢omdal=yh ae (-reskssloyatsM-a'(-) ae hand atom o)t-hic-yam at-Lo me (-resleK-io make lace 
oKom-hahvadabnatep 


AVCs oy able. harcy-\-1 qq0-Vo m- bao) opisolbiM-y ac-yah-jloy qo) muat-W\ I a @mevey aler-j ol emce) 

1 a\— WO) aKor-M'coy bm at- lo mad al—mojd ql-yael at-Ne- leit) ccmaenahainalem-baolphavemudal-Met-haal= 
and playing it themselves, even when you weren't “in the room”, so to 
speak — it just seemed wrong to have them all wait while the “player’ 
\(cyqh@oynmconoyd-\i'm-halold l=) @eejoMeymc-r- Mma ]OLg@- TMi aldalvomaqt-lahimbabateyic lute) aly 
it started out as a joke. It was a very small code addition for Phil to 
make. In retrospect it was another step that made the game seem 
ai al aakoy comy-lemare(-valoy cc huat(-Mme-ld qteyamdat-Vameveyaal-idanbatemevoyaiuceli(-1emehimday— 
player. 


But despite these variables, it still led to some predictable results 

chon abate mccriuhale mw .WaMy.auc-Mobhaal-yal-sloyameymalcy ale} lengimyic-Kw-lolel-ro Mm harcic-r-lel 
‘o)i- MbbaX=t-h mass ¢-huloyamdahgolbledamdal=moyc-txel-1c-saeqabhal-rom-Kous loyal blsiecmmivKsle dt osa 
FMI Cont c=io mod at- 8 e-Koit-s acm Commo) g-b aol aM Com. MOnnnK=)4-) aha oy-N amo) md al-M<{-10 61-9 aler-m-N ale! 
(okoyahabaibl=magoyaaMda\-s4-pmo)at-at(- aie baahomcom-me-balelosaam (oler-lelojambamudal= 
X1e 1 bC=) eto Meum hal ol -Yor-haalom-Mer-baat-meodat-balet-) qmaaholuaholaanalem-mcyaqt-llmahenaalel-saeyi 
Xo} are Cong Koy akcwpaivom- Wm ol-) at-hiskole ham Ukcian/ laid almeatolelt-balekcMovmtc-Nal-tahece 


AYCes Coy ah eV MM al-MobatakcsKoy aM ol-in/c-\-1qmuat-nabhagr-1C-Mo)e)(-(eim@- hale m@\ I Ome Tmt lhye)| 
[yagi haud-yaheloyat- Wikia Minad(cmolltheatmerhahalem-yaue.Mi(-raleylihniam serm-»¢-laqiel(cy 

1d qX=Mo)e){-\eimeon'i-) gale (-1-merolbllom-1 (rol ol-mbly-1emcom galelonnatmelat-he-Kel\-y 4 
Jol-Jat- nia lol bh om Mr. leiubt- lia mevole(-lom-NaMeni(-yaalel-mitdal-1a-Munmdal-molt-hi-) anigel—el 
mubicaMoyamdat-w-lalepatmoly chem al-murhgal-rombalion-Mmc-lalehimelic.teime-lalel 

Kol Koyi\(-To Md al-molt-ytc-) w-Naolehalemeycojolesshuloyauhglemahiqg Me hm@at-miC-LMC-lc-) mangat-vo 
vovamm aC-Komq-1ubiaamcomel-ialemdal-e-halepaimoni\cVam-halem-ir-lameatsbatemco all@-lahtg 
[Unt (Mod a¥-V¢-o1 (=) am oo ge rN ae Ml od abl @qat-Col-maal-mc-l.¢-mdat-lmcolehubal-molbla 


It was the result that Veronika craved - no two games from that 
qqkoyaat=yahen/\coled eM =a1(=) al ol-e- lel .¢ ome 5 )ON anh Mot-haa\=m- har Movo)l am M alo alekel-B\-1me)i 
variables meant that it was almost impossible to test, as she 

pg o)F- Whatcom hal al=y mer-kc\-m au lsj co) a’ mums aqt- ll med at-bale(-mha mic.) auhale meveyalehhaloy aly 
boyar-p.¢-baaholl-)meavher-lmer-baal-mc\-1uanaletcw-llme(-)al-ye-iu-\om oy) mdal-me-baloloyaa) 
jqubbaavel=y ale (-yal=ic-hko) em colellom(cr-lo mon (-Ncel-monhai-yq-salercicmbamalen Vmdalomer-haals 
je) Coler={-10K=1o Ma al =m=r-bant=y mor-y oy-Voyl nha) meymoy-le-haverhale mS .@mol-)al-aialeleeannir-ks 
jaXo)/\\a (oss emm Cob mere) bl (ohalnay ob a=iobloimn \sa-sa-mdal-molt-hic-sanntcelellom-sakecolenant=s4 
FWakold al-s quod ak-ba-leit-s qm (-iqr-lkopak-mel-1t-seaabhat—m’\/at-lar-Ceidleyalcmdaloamycolel(omc.l.<— 
Nake bam id ahielameycekse 


In some cases it left the adventure in a state where it couldn't be 

oxo aaho)(=1c=10 mms Ma bicmci-\-sqauhaleihtar-hat-h col anlom abl (-1\-1anhcw-bam-save(s-hahale mesa Mel— 

I Co) o)oyime- bale Md aX=m 0) abi (ossyo) oe) ahi mo) mesmo (-a1¢-1(0) ol=) ama A)Aalsy dct Fmd aloe cb aleats 
dwarf" was tempered, Veronika's attitude to this chaos was to 
agi ob a: Lexcm hems) aXom- Lever=y ol =1e meat-handat-mer-vaql=m-liCon/c-1o molto) o)(-mcomelomobhacyq-vant 
dabhae-wmcoyaatomd qunalefmaar- Lan at-\o make) melerolbhaq-1om com al) em-nalombameloyhale mye) 

lak batol=yommda-mer-baqX-maeceyo)blm- have eo} d-y-hdal-roMenk-mbaicomdal-melat-be-lelt-34cm 


[Veronika] Absolutely. I was really aiming for something like life, 

aNd aX=y qo daY-Molbicecoyaal-micmd atom a-t1b limo) maat-hahimnalel-jol—yalol-1qlmelereiengc-yaler-w 
Wale Mol-lork-jloyakcmoyimaat-Vahimel—e) ol (-me- havo mon qal-iubaqt-t- md aubater lb limelo)a mmol d.¢ 
out. For me it was never a question — I actively wanted the 
bhavoya-lohlore-loylbi gram labile’ (eyd.c-lomlorqlem-halemat-haomcome(-1m-Muabl-mc-Haleloyag| 
jquenaavel-yqret-yal-y¢-1ce) ma-hual-vandat-¥ameal-m of\-1blolobac-valeloyaqmel-val-ye- lke) es 

EM bit lo) (-Meromdat-imn\ial-va Me iatccWale—re me c-Haloloyqahal-tm mecolellomeser-i¢-Halto—meal- 

for Naatom i cole lohaM mmole himd al-Mct-Naql-M-r- lol qmunaqt-mm nadie cos: el-voigs Mag ie-Vaql-VA-\0| 
1datchendal-Moydat-yecmii(-1 com vallanale mcom-Cever-j om iam Mm aahb lim at-\g-maqt-lo(-m-eyaal= 
fexoyaayel-liuhalem-heenengat=vanecy 
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ATTACK CHEST WITH 
SWORD 


AV(=3 4:5 Co} ale Mo} ia MaX-al Kolo) oyhanss able) ol-1o Mm \ahdale- We e-baqeyme ile) ale)bhme-baleloyaa) 
lox) ak-hiakolebacw-nalom olblercmdat-Nani\c-yq-me [On Kel .d\iaunb.q-vo mh alr-Mr- 1-5 ata le 
patched release. 


Typing OP DO resulted in a set of weird results. Either 

aie helole-Lanakemdalcmi\c-1c-sacm hale av=a eo) (-\el.arahtc-sar- hale mr-F}ana@hi(-) ame) 4 
ol (=F rah ale md al-mmose- lol ama comeK-r-ldabm'\\(-slesahal at-Vomel-\-sambaleroyaq-reidays 
rhqahelK=saqX=yaucsromcolomm-sat-lo)ubalem ssi lefomcomoylel aby ol-Wae-hale(-meyi 

ol ate W e-Koit=) acer-baXe Mm’ \c-10.chatem-haolonalomivaieamdal-saae 


sll qX— mod aX-s-j ar- ho) el-t-ba-omhaleaat-baniar-naleyaat-lal-mandamolt-hic-sacma-jelopaunalel 
idatow-lo}lbngta come (-iqubauhgmel(os\-mual—mblomolonmoceyalenaiel-mdalom-Veht(-sandengce 
AVAakchur-Vololbhanealel .chavems Mavoyahamcome(-1msamdal-melal-s1Wa@har-lar-lel.chate mnt 
ahd aid aomca\(oy ae Mama) sida Woy alomsy)\abuql o)loyi\micolomel(-r-hi(-m anise) .401lem Mats 
fol aX=t) gm kame (=r Lo 


IR baht ae) ime als\omb ha hie) aas\-1-3qe- Core lop aksmer-Nbls\-romdalomer-naqk-mcomene- lab 
Wake m-Mmeab liu e-labalema-)elolo) meymudal-mecoyaahelent-y ayicolbl(cmxe)|(o)/ immune 
ohEsYoxo yt (<3 c=1o Md at-hund alow bsts\ouqalo)(=) mat-lomo)eluhaahyA-lom- Rice hare Malet bats 
{aXe PES C cy pha on das aal=sqhomer-Nelyhalem-balhababauit-mcolo) oMm->.qe)(-bhal-lomiuKcrel(-1e 


Vehd ale: Waco d.ehale mevo)ohi aha at-bale mms hikepcoyaqm alo) i\molone-1el-1omd alm elele).as 

1bKot=) alot—m ako) (ols ecm \ahdam->aee- male (oleh am han'\c-tmeceyaahe)(-1Cmmiahdal- me) ehaanhents— 
shqahe)t=qqX=yaue- haley amoym(oler- haley ame ie-he) ab lerpmei=s: ovAC=m id ar- Las Fc aleK=1hiana=3 0b ic-r0! 
Asm ol -snakem-Mr-1Cs) ar-Xelohheleya com dal-m ogo) [(-161e 


[Veronika] The graphics came in relatively early [and] were already 
thaXeliblel-tommha@eblohaMmankaaher-Voumqql-w-lm-llee-Valom Meloyamanc-vor-ll@ dabimeloyhalem-Vahtg 
1c=lo (<s-1 (ong ICM AN coro md qK-mlol-t- Mo) m-mene-Vo)qikem-(oniC-valavia-Mer-haql-Mmr- hale md alls 

a Ve Roma d a=W d=y- oye qt- le) (-M-1¢-j om ba Mdat-\mouhg-equloyaMm'!(-Kembaltclene-t-romdal-mante) 

fof haat-mat-Vatc-tom th aXel MM ol-1UN-\t¢- od ail Morey aqioy cctt:{-(o Mdal-Whaat-le(-tevo mals 
fohKohaW mel <M volo aqub lol aurjoy-ler-mm moloma-vaql-vaalol-vanqat-lanqlemaniagm-\eloméat— 

KS 1ab om Com abhagmdal-yqqmoynmmel-ver-hek-micuiubatem oy mdal-aamcokobe-\me-Ts 
fohahtahale maql-Meore-vAtar-valo Mire) \shalemeoloysqmaqhime-cianale mm Mal-y¢-B i e-Ce alle Mele 
oymCcs1uhalem-Valomel-loelecenhale muomeloMmdal-ya-Mi\c-1¢-Maat-hahimuatenhialoher-lmm-leiuloy alm 
particularly with the way the NPCs and player could interact, that 
(exo b I (o Mer- 1b Ey-worc-F-) al-t-wm UA h (ome al-mexolonhale mi 'e-Fmoley-le)(-mudarey cob lesamccriubale 
roy im Me r-Vqq\-Moymma al-l@ecoyaahe)l-yahata's-\w el-y'cey ale mual-Mer-her-Voylahul-tMeymda\-mvele) ( 
Me WIE Vol (-m- iad al-mukgal-wal Mat-1mg oy K-ver-m i - at-\omalojmedqrolbledaimdangeysiosal 
sufficiently. 


Si aloo olla lsat bab ksiemr- bale M@i-\o}aer-waNl(-sam-baleMOhani\sbau ablelubJaloyecmiicr = 
haggle) cosst-1-10 Ml oho Nam al —re(elar-huhalemaat-meol-t-1@el-ret-haalom- cide baalelenatem e)Colel.eml Malis 
AVécbowre Wma at- hd .¢-1 anh AGM Rane: RaQontar-Nalomqat-Banimud-(ohualoyat-lmaqt=1obl- mere) aahel- Baul 
ohKohaWa.@ akon \my id qt-lar-Mevoyaay olbnt=yamer-baalcmi\c-lsMant@s1m-lopak=m-he) easter l-ltom- hats 
potential level of sales. Because of that naivety, the Trust agreed to 
(opgchahaen{=r-b4aame- maler-sqker-moyamdal-myo)(-mero)akebialosameal-iauhumel-lel.¢-le(-\om- mero) eht me) 
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| ofole) <M aleyor-1ablinim-» qer-nalemdal-w-WeKkell-yqler-Miolmdal-mi\eld.¢-mo)mmKoll.al-iqm-halel 


1. ¢-1=} oa dat -w Ke) l a (-1 alm (-lor-LeqtMereyhalembamhtcme)aleshat-lmioygaabm Malem) 
Yohaat-idqunate mu ql-yimecovelcombnale(-ya-1e-Halem-Valemual-yimtc- ata ahatelhia-(erer-jel(-lemelpng 
offer. 


Paved al-m-s ale Moya hols N Man ahd ale al-m eo} co) (-ceimrahager-lihymecosaahel(cit-m-halem-salccyanale| 
the final stages of polish, Veronika considered her future and 
somehow, “games” didn't seem like a viable career. 


[Veronika] Games was seen as a hobby market, and not as “real” job. 
US} Mer Wale Mojd alt=) moleic-iahur-lm-yaqhelloyté-yc-fal e ll am- hale Di lenle-lal ejb byesaat-rai@eaat-lol= 
oat (=) gael (<y-bamd atcha at Natale m \sahaccyal-Mer-Vaal-mi icc hw alolm@ d-yer-idel-lom-Ke- bahia abate! 
roy im c= Kenic Wana’ !(o)d a=. qol-al-yaler-me- hale Meblomalelmenhi;-maql-m-lahime clothe) aia 

yh alex dal=yial at-Vo Moro maahelel aM qaley¢-M-yqel-a(-yqler-Mdat- lal Mote m@hamdal-Molblshalets3 
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to improve the line and fill graphics engine he'd started earlier. Beam 
commissioned artist Kent Rees to assist, and he created around 30 
locations for the final product, including perhaps the most 
recognisable picture in a text adventure — a comfortable tunnel-like 
hall. Assisted by Gregg Barnett [who also created The Way of the 
Exploding Fist for Melbourne House], Peter Beresford and Gerard 
Neil ported The Hobbit to as many microcomputers as were viable. 
Melbourne House eventually circumvented the copyright and 
licencing issues in the US and trusted the Addison-Wesley 
Publishing Company of Reading, Massachusetts to distribute the 
game as The Hobbit: A Software Adventure state-side. They delivered 
on the trust, with retail versions for the Apple IT, C64 and Mac 
coming in sumptuous packaging, complete with the book, a detailed 
user guide, a reference card, masses of Tolkien artwork anda 
delightful map of Wilderland. 


In the final analysis, sales were reputed to be anywhere between 
250,000 and a million copies making it a candidate for the best- 
selling adventure of all-time. In Britain, there's little argument that it 
was the most played, and most influential game of its time changing 
the way that both player and writer evaluated standards for future 
games. Megler and Mitchell did an incredible job compressing such 
an epic narrative into the confines of the 48K Spectrum. Of course, 
huge amounts of Middle Earth's topography and swathes of the book 
are compressed into a few locations, and it becomes more a series of 
set pieces than a world to be explored and travelled. There's no doubt 
the game would have benefited from an added sense of scale, time (a 
pronounced day/night cycle would help prepare the player for the 
encounter with the Trolls) and space to take a breath, even if some of 
the locations would be superfluous and passed without incident. 
Then there's its respect of canon. The book was included to be the 
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ultimate hint sheet, in addition to placating the publishers, but it’s of 
little help in so many areas. Despite the broad artistic brush strokes 
taken with the timeline, the puzzles and NPCs play fast and loose 
with the narrative. We're missing the rest of Bilbo’s companions, 
having to settle for a single Dwarf in the guise of Thorin, and there is 
the odd implementation of Gandalf. As the manual and subsequent 
hint books testify, Gandalf, a member of the wise and powerful 
council of Wizards, has been bizarrely reduced to a doddering old 
fool, who muddles around without purpose randomly grasping and 
examining objects. Elrond can read the map, but much of the book's 
satisfying character interaction is missing. And finally, in many hints 
and tips texts, perhaps the furthest move away from the book, you're 
encouraged to kill Gollum at the earliest opportunity. 


But it’s here, in Megler’s dynamic and lawless implementation of the 
rules and their ability to spit out unforeseen events that I return to 
the game's aforementioned soul. You're playing The Hobbit, but 
youre not. It's freedom to break the strait-jacket of the book and play 
a new adventure, a new story that is filled with the same familiar 
locations and characters. It’s this that’s remembered by the players, 
not the graphics (that are basic, and painfully slow to render with it’s 
dreadful spill-fill routine) nor the fixation with Inglish. No, it's 
remembered for being able to get into the chest, to attack Gandalf 
and have your skull "cleaved", and for Thorin’s incessant need to sit 
down and sing about gold. 


The preoccupation with the parser, both in development and in the 
post-press and promotion of the game was actually, in my opinion, 
to the game's detriment. There's nothing more frustrating thana 
clumsy parser implementation, but in reality The Hobbit hardly used 
the sophistication it was programmed to support. A quick scan of the 


game's solution shows that besides the SAY TO command you rarely 
had to move away from a verb/noun combination to complete the 
game. 


It wasn't until 1984 and Mitchell's and Melbourne House's next game, 
Sherlock, that Inglish was arguably utilised to a better degree. Based 
upon the exploits of Sherlock Holmes, it was a game discussed at 
Beam before Veronika's departure. 


[Veronika] The Sherlock series did not have the copyright challenges 
that The Hobbit had, and that was a major attraction for Fred. I did 
not believe the NPC engine I'd written in Assembler was powerful 
enough for the kind of interaction that Sherlock would need. The 
story of Sherlock Holmes is centred around interpersonal 
interactions; it seems to me a fundamentally different genre from 
adventures. The player interactions of The Hobbit were under- 
designed for complex interpersonal problem solving — there were 
too many special cases and special coding. I felt it required a rethink 
and redesign with those capabilities in mind, and that it would 
require a higher level language such as C to make it feasible. 


Sherlock constrained the behaviour of its NPCs, whereas Megler had 
envisioned a progressive game that could self-generate characters 
and give them greater power. We're left to wonder what could have 
been if she'd have stayed around. It's remarkable, and somewhat sad 
that for so long she was completely isolated from the game's success. 
Having been paid a flat rate of $10 an hour to create her masterpiece, 
there was no timely thud of a large royalty cheque every month to 
demonstrate her achievement. She was abandoned from a corporate 
point of view too, virtually airbrushed from the game's development 
credits on its release. It's understandable in a way from Melbourne 


House that they took that action. Many other games around the time 
had anonymous developers (who remembers David Ward crediting 
himself in every early Ocean release) and not having one of the 
game's developers around to talk to the press and conduct interviews 
may have proven difficult. 


Thankfully, with the invention and growth of the internet Veronika 
began to receive e-mails from fans of the game, the first being an 
interview for an Italian fan-site in 2001. The recent explosion in 
social media and corporate networking sites has meant the volume 
of mail has increased. The Hobbit has subsequently featured in 
museum exhibits, a preservation project and a whole raft of 
publications, including Retro Gamer Magazine, and the 1001 
Videogames That You Must Play Before You Die book. She herself was 
the star of Great Big Story'’s “The Hunt for the Hobbit's Missing Hero”, 
part of their Emmy® nominated series of videogame documentaries. 
The short film is a fitting tribute to Veronika's wonderful legacy. 


[Veronika] Thank you! It was very special to me to have the producers 
reach out to me, and to come and film. It’s been an honour to 
discover how many people's lives I've touched. It’s been a privilege to 
have people track me down to tell me the impact the game has had 
on their lives. People became interested in interacting with people 
rather than shooting them in shooter games, or puzzle solving, or 
computers, or linguistics. Many people worldwide have told me it 
caused them to learn English or sparked their interest in reading. 
One person told me he went from reading Enid Blyton level, to 
reading Tolkien. I recently had a colleague from Spain tell me he 
shocked his English teacher in school at the time by knowing the 
word “portcullis”! 
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Satirical adventure designer and Twilight 

Inventory author Gareth Pitchford wrestled with 

1, be MW > } the intricacies of The Quill and GAC, before 

\\ Te f- WY TMM, finding a spiritual home for his sense of humour 
: . Al) Hap | and writing talent with Scott Denyer of Delbert 

The Hamster Software. 


The Hobbit was probably the earliest adventure game I can remember 
playing. Both my Dad and I were big fans of Tolkien, so it was one of the 
few full price games that we bought new. The inclusion of a copy of the 
novel undoubtedly sealed the deal! 


To help us complete the game, we picked up a copy of David Elkan's ‘A 
Guide to Playing The Hobbit’; which must have been one of the first 
videogame strategy guides created. It seems there were a lot of people who 
were very keen to find out how to get out of the Goblin’s Dungeon. 


When were you given a Spectrum — it seems to be your love? 


We had started off with a ZX81, [...] not long after, we picked up a 48K 
Spectrum from Lewis's, when it was on offer with the ‘Six Pack’ [of games]. 
[We] eventually upgraded to a Spectrum +3. My Dad and I clubbed together 
to buy it through the Grattan catalogue... paying back the money over 100 
weeks... with plenty of interest added on, of course. It must have costa 
fortune. It was worth it, though. Having a disk-based system was very 
convenient for writing and playing adventures. By 1992, I'd picked up a 
Sam Coupé and that became my new ‘Spectrum’ of choice. 


What other mainstream adventures did you play? 


Aside from early adventures like The Hobbit, The Lord of the Rings and 
Valhalla, I didn't really start appreciating and getting into adventure games 
properly until the latter half of the 1980s. I eventually realised that 
adventures were something I really liked, and could actually complete, 
through playing the examples included on the covertapes of magazines 
such as Sinclair User, Your Sinclair and Crash. 


Incentive’s Ket Trilogy, the Legend of Apache Gold, Winter Wonderland 
and Karyssia — Queen of Diamonds were all showcased on the Crash 
covertapes. And on the Your Sinclair side of things, Red Door, The Gordello 
Incident and A Harvesting Moon gave me my first sample of more indie, 
homebrewed adventures. 


Did these pique an interest in writing games? 


I'd always found the adventure columns in the mainstream magazines 
very interesting, particularly Mike Gerrard's writing in Your Sinclair, but 
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now I started actively playing the games, writing in to the columns, 
ordering from the indie publishers and offering help to other gamers 
who were stuck in the adventures that I'd completed. 


On the subject of Mike Gerrard's column, I think one of John Wilson, 
of Zenobi's, masterstrokes was putting together the first Best of the 
Indies compilation for Your Sinclair readers. That first discounted 
cassette, featuring Tartan's Double Agent, Linda Wright's Cloud 99, 
Terry Taylor's The Labours of Hercules, Jack Lockerby's Domes of Sha 
and two of Zenobi's own title was surely responsible for introducing 
a lot of players to the range and quality of homebrewed adventure 
games. 


What impact did The Quill and its peers have on the industry and for 
indie creators such as yourself? 


The Quill, GAC [Graphics Adventure Creator] and PAWS [Professional 
Adventure Writing System] removed the barrier of entry for wannabe 
adventure game creators. They allowed adventure players to easily 
become adventure authors, producing fast, feature-rich and 
responsive games without needing detailed knowledge of assembly 
language. And once the game was created, authors could freely 
distribute their adventures without having to worry about 
permissions or license fees. 


The decision by Gilsoft particularly to omit the need to pay licensing 
or royalties had big repercussions didn't it - how different could the 
landscape have been with a more costly barrier to entry? 


Without the various game creation tools that allowed hobbyists to 
easily produce their own titles, I think text adventure games would 
have died out as soon as the big publishers decided they weren't 
making enough money from the genre. 


You originally used GAC but then switched to The Quill and 
eventually PAWS. What differences were there between the platforms 
and why did you switch as a programmer and writer? 


Even though GAC technically supported more locations, PAWS 
allowed you to create bigger adventures, even for 48K machines, 
because of the way the creation program used overlays to load in 
parts of the adventure writer as they were needed. PAWS had a pretty 
effective built-in text compression utility [...] and an option to create 
adventures specifically for 128K machines; GAC, on the Spectrum, 
was 48K only. 


The fact that you could create your own subroutines, using the 
PAW’‘s user-defined process tables, made that package more powerful 
and elegant as a programming tool. There was the ability to call 
external routines (which savvy programmers could use to load 
graphics or produce visual & audio effects). Useful quality of life 
features, like RAMSAVE and RAMLOAD were available as standard. 
PAWS also made altering the look and feel of adventures very easy; 
allowing authors to lock some text in place and allow other parts to 
scroll underneath. This meant you could have the location 
description on screen at all times, should you desire, so players could 
easily refer to it and not have to constantly REDESCRIBE the location. 
It wasn't so much that PAWS adventures all looked very different, in 
reality they often used similar screen designs, it was the fact that 
they looked different to “old" adventure games. GAC games, with 
their vertical scrolling and the often-used default font, tended to look 
and feel very dated indeed. 


Your first adventure, Microfair Madness was released in 1991. We are 
beyond the Spectrum's commercial life, and most gamers had moved 
onto the ST or Amiga, why didn't you? 


I never had a 16-bit machine so writing an adventure for 16-bits was 
never an option. Saying that, even adventure playing friends, that 
moved to the next generation, never seemed satisfied with creation 
utilities like STAC, preferring to continue to write and play titles on 
their 8-bit computers. 


It was the late eighties when I began seriously exploring the idea of 
writing my own adventure games. In the past I had borrowed some 
adventure creators, like the GAC and The Quill, off friends. These 
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copies... well, how shall I put it... came without all the necessary 
documentation... so they just made me more even more baffled as to 
how to start. 


I invested in a copy of Tartan’s Adventure Builder System to see if I 
could produce anything with that. This was based on the code that 
Tom Frost used for his own adventures. In his hands, it did amazing 
things. In the hands of a complete novice, like myself, it was just too 
overwhelming, so I decided to see if I could convince someone else 
to program my ideas for me. I wrote in to Mike Gerrard at Your 
Sinclair, saying that I'd designed an adventure and needed a 
programmer, and he put my request & address in his column. 


That led to a working relationship with Scott Denyer of Delbert The 
Hamster Software? 


Scott had previously written Arnold the Adventurer for Zenobi 
Software and had decided to that he would self-publish his next few 
games. He spotted my request for a programmer, in a two-year old 
copy of Your Sinclair, and got in touch to ask if I was still looking for 
someone to collaborate with. 


You designed Microfair Madness and Scott programmed it. Tell me 
more about the inspiration for the game. 


Despite having never actually been to a computer fair, I liked the idea 
of using a convention or exhibition as an interesting setting for 
some strange events and a way of bringing together lots of different 
characters. [Its] a cross between a time-capsule and a teenage diary 
for me. It incorporates almost everything I was interested in or that 
featured in my life at the time. Whether it's TV shows like Doctor 
Who and Star Trek, 1950s radio comedies like The Goon Show (not 
something your average teenager was into back then) or the music of 
Jean Michel Jarre. There are puzzles based on objects that I had in 
my bedroom and cameos from all the various people from the 
adventure game scene, that I'd read about in magazines. 


You included a rather nice idea within the adventure - the ability to 
play other games within a game, beating the Maniac Mansion Easter 
Egg in The Day of the Tentacle by a few years? 


As the setting was a computer microfair, I thought it would be quite 
cool if you could actually transport yourself into the various 
adventures that the vendors were selling. It allowed me to play about 
with some ideas for more compact games. As the name might 
suggest The Hoppit spoofed the Goblin’s Dungeon scenario in The 
Hobbit. The Search for Smok was a sci-fi parody, bridging the gap 
between the two main parts of the adventure. One of the other mini- 
games, The Quest for the Holy Snail was later expanded into a 
standalone release. 


It was definitely a lot easier coming up with the idea of including the 
minigames knowing that someone else was going to have to figure 
out how to program them. 


What was your own process for writing an adventure? 


I used to start with pages upon pages of scribbled notes; listing ideas 
for puzzles, the key events in the story, potential characters, bad puns 
and other jokes. Usually bad jokes. Then I started drawing up maps of 
the locations, filling the page with annotations showing where all the 
objects and puzzles were to be placed, and how they linked together. 


Once the adventure was planned out completely and I was happy 
with how everything worked I would then start on the actual text. I'd 
write everything out on paper first, beginning with the location text. 
Key words in each location were highlighted so I could refer to them 
to write all the additional descriptive text. Finally, I'd list and detail all 
the puzzles with the appropriate matching responses. 


This way of working was originally born out of necessity... I'd design 
the game then copy out everything by hand so it could be sent off to 
Scott to program the actual adventure on the computer. [...] Two of 
the most important qualities that Scott had were that he owned a 
copy of Gilsoft's PAWS and that he had the ability to read my dreadful 
handwriting. On amore serious note, Scott had a similar sense of 
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[Microfair Madness] Gareth's first, and one of his best adventures, 
set in and around one of the computer shows of the late 80s and 
early 90s. There's plenty of taking the michael, groansome puns, and 
oodles of references to personalities at the time, including an 
appearance from adventure guru Mike Gerrard. 
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[The Quest for the Holy Snail] What is it about the Arthurian legend 
and adventure games? Snail in fact is an expanded version of a mini- 
game that first appeared in Microfair Madness. There's plenty of fun, 
Tolkien/Arthurian references and good use of PAWS too. 
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[Life of a Lone Electron] Rewriting Atomic Theory, Electron has you 
playing Edmond the Electron, crash landed on the planet Elektronz 
and trying to escape. Nice presentation and surreal puzzles (a 
fanbelt used as a fan) await you in this “educational” game. 
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[First Past The Post] In First Past the Post you are Ernie Spludge, a 
character never far away from trouble. After falling out with his 
fiancée and sending her a rude letter, he quickly realises the error of 
his ways. It's a race against time in this tricky and humourous game 
to intercept the letter before its delivered and the romance is ruined. 
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[Get Me to the Church On Time!] Ernie Spludge is back, and this time 
he’s drunk - well, hungover, after a heavy stag night. Suffers a few 
annoyances, like having to hit a key after actions, and a broken GET 
ALL command - but a welcome return for the anti-hero Ernie. 


YOu are in the attley to the @#ast 
OF the mazrnh entrance to the 
complex. OR my goodness! - 

a5 here! 
Sagan a ata aa aaa eh aa, ae eae ay nga aang oP a enya oP a onan aoa naa, oP en ah oP Pn an aM otal aa oie aa oi Pagan aa PayaTayeP a alsa ea aoa oa ae aT aa oa Ma aa 
* SHOU LEAFLET 

Wou gsuve the Leaflet to Garth. 
» he Says, 


rushes off, then comes back. 


he Passes you a ticket 
and then another atem. 


he 
2. h 
a ee a 
Sout! 


[Personal Computing Whirled!] A sequel of sorts to Microfair Madness 
that was designed as a promotional release. It was initially distributed 
through From Beyond PD, as well as given away as a free adventure 
with the Sam Coupé Adventure Club magazine. 











humour, knew his way around the [utility] and seemed to have 
endless enthusiasm for bringing projects to life. For our games 
together, I did all the design and writing and Scott did all the actual 
programming. And sneaked in a few of his own jokes. 


One of the most important parts of the game creation process was 
the playtesting. Each game was generally sent off to at least two 
different playtesters and their detailed reports of bugs, spelling 
mistakes & suggestions for improvements were carefully reviewed 
and acted upon (if possible) before the games were published. 


Microfair was well received by Crash who said it was “a great game", 
and Your Sinclair who said “it’s inventive [and] funny when it wants 
to be”, that must have been fulfilling? 


Having our adventure reviewed in the same, commercial magazines 
that I'd been reading for years was great. I was a little sad that we 
managed to miss Mike Gerrard's tenure, particularly given his role in 
the game’s creation (and in the actual game itself). He departed Your 
Sinclair just as we were finishing the adventure so we managed to 
squeeze in an in-game reference to the move. Tim Kemp's full-page 
review more than made up for any disappointment. I think I 
managed to impress my Computer Studies teacher, who was a Your 
Sinclair reader, with that. 


A reflection of your all-round creativity is the fact that you drew the 
distinctive artwork for the advertisements and produced the loading 
screen too? 


When you were self-publishing a game you had to do all the work 
yourself. [...] Scott did all the inlay designs and was the poor sod who 
ended up duplicating cassettes and stuffing jiffy bags. 


You followed the success of the game with an obligatory sequel 
called Personal Computer Whirled! - but this time without Scott? 


After our first few releases together I acquired my own copy of the 
PAWS which meant we could both concentrate on our own games. 
Personal Computer Whirled! was a mini-sequel to Microfair Madness, 
released as a Public Domain/promotional title. [...] I wrote it primarily 
as a Way of learning how to use PAWS. [...] Scott decided he really 
needed to concentrate on his studies at college so I published my 
next games through Zenobi Software. 


Did you change the way you worked now you were coding? 


I worked in much the same way. [...] I'd generally still draft out the 
location descriptions on paper but a lot of the other text was written 
directly into the computer as I built up the code. I now also Kept 
pages of notes about what each ‘flag’ did and made sure I saved 
copious amounts of dot-matrixed sprocket-fed printouts of the 
database. Just in case the worst happened and the adventure saved to 
tape or disk failed to load. 


Did you prefer to go down the humour approach to writing 
adventures? Did that suit your personality? It was one area of 
adventuring that was hugely popular — with St Brides and Delta 4 
taking comedy and satire and parody into the mainstream? 


I think I probably found it easier to write humorous games that 
weren't restricted by the constraints of reality. I'd never played any of 
the Delta 4 or St. Bride's titles, but I was heavily influenced by the 
work of people like Spike Milligan and Douglas Adams. I did have 
several more serious titles in development, which I always had a 
feeling would've sold better, but for various reasons they were never 
completed. 


Do you have any rules, or “ten commandments’ for others who want 
to write adventures? 


I would just say: write an adventure game that you'd like to play. I 
think at times I put things in my adventures just because I thought 
that's what other people would want to see. Things like sudden 
deaths or the need to repeatedly examine or search containers. When 
I go back and replay my old adventures now, they're the things that 
really annoy me. 


How long it typically take to write a game? 


Looking back, it’s hard to remember how long it took to create the 
games. When youre at school or university, playing and writing 
games in the evening, free time seems almost endless. I guess it 
probably didn't take more than a few weeks to produce a regular- 
sized game. Microfair Madness, because of the size, the number of 
versions and the slowness of collaborating by post, probably took 
about five months of work. Scott was definitely doing the lion's share 
of that! 


You split several games into 48K and 128K variant, was this also very 
time consuming? 


It was certainly a lot less time-consuming for me to write & design 
than it was for Scott to program. The original version of Microfair 
Madness was a two (and a half) part 48K adventure. To expand the 
game, I just had to come up with extra locations and puzzles. 
However, because of the way PAWS utilised pages of memory, when 
Scott programmed the 128K version he first had to type in everything 
he'd already coded for the 48K game. Producing Microfair Madness 
was basically the same amount of work as creating five individual 
adventures. 


Ernie Spludge was a game where you experimented with your 
method of creation, taking inspiration from Larry Horsfield and John 
Wilson by sitting down without a plan and entering the adventure 
directly into PAWS? 


[... I decided to do a prequel adventure [...] and use it as an 
opportunity to try working in a slightly different way. I still scrawled 
down puzzle ideas and mapped things out on paper first, but the 
majority of the work on the game was done directly on the computer. 
Sadly, the disks with the incomplete code have long been lost and it 
would be difficult to recreate the work I'd done on it. 


Looking back, which game are you most fond of? 


It's hard to look back on any of my games without seeing the 
mistakes, obtuse puzzles and glaring omissions. When you end up 
going online to look up solutions to your own puzzles then you 
realise you could've probably dropped in a few more hints and made 
things a little less obscure! Microfair Madness is probably the game I 
feel I have the greatest connection to, but I think the two-part The 
Search for the Nether Regions is the title I'm happiest with. 


You're a member of a popular 8-bit Adventure group on Facebook, 
and within it you've made several interesting posts on unreleased 
games you'd designed? 


Like most people that dabbled with adventure writing, I have ring- 
binders full of puzzle ideas and unfinished adventures. Some games 
exist only as titles and scribbled collections of puzzles. Others are 
more fleshed out. 


One of my first game designs was for a Sherlock Holmes adventure, 
set within the confines of Baker Street, where the detective had to lay 
a trap for Moriarty. It was full of flavour text and copious references 
taken from Conan-Doyle's novels, but I'm not sure it would've ever 
really worked as an adventure, even as a B-Side. I was a big fan of 
Tony Collins’ adventure Methyhel and had started talking to him 
about producing a sequel to that game to form the second instalment 
in the Sinister Investigations series. I think we had quite a good 
premise, and some interesting initial ideas for the game but things 
went quiet on that front when Tony withdrew from the adventure 
scene. 


Deception of the Mind's Eye was one of the designs I came up with 
after I'd advertised for a programmer in Your Sinclair. It started life as 
a sci-fi murder mystery based on the beginning of a short story that 
I'd written. Again, I probably hadn't thought through whether the 
ideas I had would make a compelling adventure. I'd started work with 
a programmer on bringing the game to life, but we hit some snags 
early on and both lost enthusiasm for the project. 


I liked the title, though, so Deception of the Mind's Eye eventually 
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How successful has Twilight Inventory been, and what has been the 
response from the ever-growing adventure community? 
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DESERT ISLAND DUNGEONS 
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island, his helpful friendly hamster, Delbert deserts the ship with five 
adventures strapped to his back. 


The Final Demand by Steve Clay on ZX Spectrum 
MN sz-Va Moya es) C-at@-m @1t- hice» core] I (salam e-bagat- emu lioleat am’ is al-yaom al-Mel(-aic-9 dh} moro) aalepnal-\omag-lobiaxopat-l@-lont(-sahavna-mer-baat-mr-Ncomitaheal 
Crystal Maze-style brainteasers and puzzles. 


Agatha’s Folly by Linda Wright on ZX Spectrum 
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again. 


Dr Jekyll and Mr Hyde by The Essential Myth on ZX Spectrum 
Something to keep me busy while I waited for rescue. This gothic three-parter, from The Essential Myth, is perfect. It 
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Brian & the Dishonest Politician by Scott Denyer on ZX Spectrum 
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the cheek to cast me (or someone with a very similar name as me) as the evil, slimy antagonist! 


The Thirty-Nine Steps by Jack Lockerby on ZX Spectrum 
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Software supremo Jack Lockerby’s final adventures. Jack had written very enjoyable outings based on classics like 
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TWIN 
KINGDOM 
ALLEY | 


You needed your wits about you and 
a sharp sword handy in Trevor Hall's 
Twin Kingdom Valley, a game still 
revered 35 years later as one of the 
best text adventures of all time. 








| Zo) gqat- ls} Om UNKerge 
Publisher: Bug-Byte 
Developer: Trevor Hall 
Release Date: 1983 
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several games for the Liverpool based publisher, including, City 
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Wars. 
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computers in February 1984. Bug-Byte hailed its arrival, say it was the 
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dragons, dwarves and giants. At its heart was a treasure quest 
1ohaqhaak=romehomcshaqyolhymbamdal-Mer-haa\secwhaljeqb lei alo) ak:smm ero) I-(ermr-hmaahe celal 
treasure as you can without being killed.” 
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opening to Crowther and Woods ' classic. The player in Twin 
Kingdom Valley starts on a road, running from east to west, witha 
small wooden cabin they've rented from the innkeeper of “The Sword 
Inn" nearby. Each treasure or “ill gotten gain", gold, silver or diamond 
had to be “stashed” in the cabin, with the aim to score the maximum 
of 1024 points. 


[Trevor] I never got very far in Adventure. There was some version on 
some system at the university, which we found fun to play, but, time 
on those systems was limited, and we had to study sometimes. I 
think one or more of us had commented about the characters 
“standing still’, [which meant] exactly the same puzzle to solve each 
time you played. 


That predictability was something that Hall knew he had to address. 
He started designing a hybrid text adventure and used his 
experiences taking part in role playing games to introduce a basic 
fighting system. He added “strength” and “health” that were attributes 
of the player's character that could be affected by combat, hunger 
and thirst. Any lost points could be replenished by resting, eating 
and drinking. 


It was an essential game feature for Hall, who expressed that the 
implementation of dynamism was an interesting exercise and that 
“programming is fun". He told Edge Magazine in an interview in 
2006 “I'd seen adventure games on home computers before and they 
seemed really boring. The troll was always standing by the bridge. It 
made no sense! So I thought, why not make every creature in the 
game, including oneself, pretty much the same. Make everyone able 
to walk around, pick things up and fight. Let them interact." 


I wanted more interaction, I guess I liked the creatures a little better 
than anything else. I connected with my creatures. which everyone 
has some acronym for that I had never heard of at the time. I wanted 
them to be as real as possible. 


They were very sophisticated ideas for the time, especially in regard 
to pseudo-intelligent characters — those that could freely move 
around the game world, making decisions, fighting each other, 
taking objects and affecting the player's experience of the adventure. 
It was very reminisce of the thought processes behind the 
development of The Hobbit — coincidentally both in development at 
the same time but on different sides of the planet. The in-game 
instructions elude to Hall's thinking: “As you may have realised, this 
is not only the name of a game, but also of a mythical place in which 
two kings live. [...] This game is a simulation of the life in that valley. 
Whilst you play, other creatures will live their natural lives in the 
valley." 


As Veronika Megler, on behalf of Melbourne House, wrestled with 
Wizards and Trolls in Tolkien's world, Hall implemented a series of 
simple rules and attributes that he applied to characters in the Valley. 
In an interview with The Classic Adventures Solution Archive, he 
told Jacob Gunness “I wanted creatures to make intelligent choices, 
to know when to walk and when to run. When they encounter you, 
they'll make a decision whether to fight based on how strong they 
are, or if anyone else is there too. If they're half dead, they'll make a 
run for it.” 


The questions were, how can you make it “fair”, so that the same 
rules apply to “you” and “them”. [There were no] special rules for [the 
player] in battles, [but] the tricky bit was in a turn based game, who 
throws the first punch? This was balanced by the rule, you can fight 
first, but if you choose not to fight, to run away, everyone else gets 
their turn in before you can run. 


[Left] Trevor Hall created an exceptionally 
flexible graphics language for Twin Kingdom 
Valley. Notice the use of repeated tree shapes 
for forest and cabin picture, and the use of 
scale, redrawing the canyon but at a small 
size in the cabin picture. 


It made for some “life-like” actions, and the illusion of intelligence 
achieved with simple decisions for the characters: Could they pick 
up a weapon, were they strong enough to fight, if not should they 
flee, or should they wander around instead? You could stumble 
across two characters fighting each other, and then steal their 
weapons, or the non-playable characters [NPCs] would steal your 
weapon, or even run off with a piece of inventory or useful object. It 
was great stuff, and the kind of behaviour that elevated the 
experience beyond that of a bog-standard adventure game. 


There was a good chance that no two games would play out exactly 
the same way. Throw into the mix an overlooked attribute that Hall 
implemented, a feeling of wellbeing in characters, a sense of self- 
awareness and one of loyalty. The NPCs could regard the player as 
friend or foe. Edge magazine covered one of Hall's favourite set 
pieces deep in the Castle dungeon where freeing incarcerated 
characters made them grateful: “Ingratiate yourself with the giant by 
curing his illness and he'll join you in battle. Even better, storm the 
dungeon, hand out your spare weapons to grateful elves and 
suddenly, you've got a tooled-up posse on your side.” 


A final variable of “fragility” was added to each object, meaning an 
over-used object would eventually break. There became a choice of 
weapon when fighting a foe — weapons could be rendered useless or 
were less effective against a certain type of adversary. All of it was 
very simple, but the simple rules generated perceived complex 
behaviour and it became a good early example of what would 
become “emergent” artifically intelligent behaviour. 


We played the game 100s of times, making sure that you could not 
easily “ignore all weapons, and just go for treasure”. So it was 
balanced by playing over, and over, and over - adjust “Giant's 
maximum health" or “weight of a sword" until it all made sense. The 
characters had, mostly, not that much to do with completing the 
game, but became more a level of difficulty. 


Once several of the locations had been created, and Hall played 
through what he had, his thoughts turned to further enhancing the 
experience. 


After just a little experimentation with “you are on a road”, [I thought] 
how can I describe a location better than this? A few things 
happened. Locations point to other locations, via an “exit” so you can 
make more words by reusing the names of other locations, [and I 
wanted] the game [to] look 3D, so you can see distant locations. 


Memory was at a premium, so to address the need for graphics, Hall 
created one of the first portable graphics languages for generating 
images. During his computer science studies at Manchester 
University he had experience of coding line and circle drawing 
algorithms. 


Using that knowledge he devised a system of arcs, lines, flood fills 


and scaled point plotting — the relative positions of line start and end 
locations on screen. He told C&6VG magazine “it's a very crafty 
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easy way to fill the screen with trees in a forest! 
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simplest assembler have “JSR" for “Jump to subroutine”, so naturally, 
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adventures, meant text adventures. 


Well, that one was easy. “Canon picture with bridge” was just 
something like “location image 150", as that exact picture was used as 
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from its contemporaries such as Level 9's Colossal Adventure and 
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But, as with The Hobbit, it was the inclusion of Hall's ambition for 
creatures that lived their lives independently of the player gave the 
fofchaatom=yal=sqeptar- bale mshecm (oy ale fa t-t-junavem-) 0) e\-t-lem @sa-t-lubale m-Mc\-al\-movm- Muntanate 
world, with graphics, became an elusive goal of adventure writers 
and adventure creating utilities over the coming years. It wasn't until 
the release of The Illustrator by Gilsoft in 1985 and The Professional 
Adventure Writing System in 1986 that both were in the hands of 
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at the time, most of which wasn't so unique. So Nice.” 
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words in fact), but that was reassuring in many ways. 
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was less than 16K. Pete [Skinner] was paid better than beer money for 
the [graphics], as was a Z80 hacker [for the] Spectrum port, as we 
needed it fast! 
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silver dagger to give to the witch in the castle. In the BBC version 
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best ignored — unless you wanted to play the game with *every* 
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Regardless, it was in the Valley and its living creatures where its 
charm lay, and it was hugely successful across all platforms. Search 
eBay for it and youll be rewarded with multitude of results — surely a 
sign of success. It was critically acclaimed, even in C64 and 
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“This adventure is sure to become a classic", with Crash saying it was 
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It is testament to Hall's craft that he managed to cram such an 
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various interviews it’s obvious that he found it just as rewarding as a 
technical exercise as he did a creative one - akin to the Austins at 
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limited RAM and cassette storage systems, a lot of enjoyment came 
Koy am ey coleng-haahaat=sacme gran ale m Com-lolabk-aic-m- low aqlelel al-lomoleyssle)(omiahdannamdals 
(oxoy ahabal=tosmdat-Lani(-satmunahimcje)-\e-e 


Oh ater-micole mem colonatom-llmdal-mor-lermoym-slarc-samahimdat-mebe-lefolam \sidamdalsmcie-Hni 
Nake mos golct-\-10 md al-mor aié-1e- | moyalele(-mcom-jc-1- 1 meal-mer ce) \squengosaa md al-m DI--3 a0 
Ghatemdal-mer-baa\om-saXel=1o Mi \ahd ald al-mc{-1e1q-1 me) Municm-lojel-r-Nahalembamdal-maolosaae 
What was the secret of life? After LOOKing at it you could let your 

oh aq bbKom=o)om- Aichi ar-komd aX=msqal-Kor abn atom oy-bhanabllaimeraubngal-romolehur-merolaahel(=y.¢ 
Wale Mm alcaiéos eet =s alo (sro mont-naqkesalemac-Voit-lmeyamcierd-\-sqmm Mat-Nal.cabllMimdanicmer-shanael| 
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oh al-mosmdatom .ohaletsw-nalome-l.cbatem-llMosmeal-madct-libba-mi'celellomat-h(-mol=-sal 
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Acorn Electron! 


Yes, basically it was a treasure hunt game! There had to be a way to 
know that you are finished, and I wanted it to be a bit of a puzzle to 
sabato lm da\-e-y alo Mmm ham Ml qt. lo QR 10)@} > moym-y oy-\er-wa mm \coleliomat-\'c-Maat-\ol-- Beem alolb hg 
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fo r- Vg al-wmom al={-r0l-ve crop aat-mcyaqt- LUM ic Nim Com (cian dat-molt-hi(-y al daley malcom ie tweley alm 
[It was] purposely surreal, [and] my friends thought it was funny. 


As for the message? 


[I] needed [it] to fit in 100 bytes. THE SECRET OF LIFE IS SIMPLE YET 


[Right] What was the secret of life in 
Twin Kingdom Valley? 
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[Above] Bug-Byte released a series of 
adventures for different micro computers. 





COMPLEX, AS IS THE PICTURE OF IT. STAY COOL 


We never did get to return to the Valley. There was a planned sequel 
called Valley of Gold, but Hall shelved the project when Bug-Byte 


collapsed owning him “oodles” of royalty payments. D E S E ak | S L AN iD iD 1) N ¢e E O N S 


| ak-(o-ie-lav-lo Moya: Meh'sat-tqahlomt-t ale ler} o\-m cole) ciple aid at-lmiey crit Meola te 
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Hall left the industry soon afterwards, but teamed up with 
qahbluabaat-ront-W-\e(-saleatmesleleroy alm \Ur-leplom-luaqkessimai\icsalgtanyccr-} emt: ACs) ae) 
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“Twin Kingdom Valley is a remarkable achievement in its own right, 
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beautifully reborn.” 
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finish one. For now, we'll have to be content with emulation, but let's 
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